1977 Washington Redskins 


Defense 


No Drive 


Doesn't саге 
whether he 
wins or loses. 
Goes with the 
tide. 


Know It All 


Never listens 
and won't 
accept new 
ideas. Rebel. 
Griper. Works 
by himself. 


Psychological Profile Of An Also Ran 


Mouse 


Never talks 
back. High on 
self-abasement. 
Always kicking 
himself. Intro- 
vert, generally. 


Follower 
Will go with 
crowd and 
generally 
behind the 
Never tries 
to lead. 


A Watcher 


Joe Milktoast. 
If there's an 
accident, he 
watches or 
runs away. 
Worried about 
what people 
think. 


Corner Cutter 


Ducks practice. 
Cuts out tough 
practice. Always 
has excuses. 
Lots of 
absences from 
practice. 


Hypochondriac 


A muscle 
grabber— 
always has 
an injury. 
Never works 
out con- 
sistently. 


Complainer Quitter 


Gives up easily, Сап” stick to 
and is easily dis- the end. Easily 
tracted from distracted, 

job at hand. Starts many 
Will look good — jobs finishes 
when competition few. Unre- 

is not of high liable. 

calibre and will 

look bad in 

the big game. 


What It Takes To Be A Winner 2. 


To the child recovering from Muscular Dystrophy, it is learning 
to walk... 

To the corporation vice president, it is becoming a president.. 
fo the entertainer, it is applause... 

the doctor, it is healing... 


o 

To the old man, it is respect... 
o the farmer, it is his harvest... 
o 


the mother, it is giving birth to a new life. 


o the athlete it is everything... 


His presidency, his applause, his respect, his learning, his new 
life and harvest -- 


His beginning...and his end. 


Those who profess to play the game without winning or caring to win, 
are only actors upon an empty stage. 
Unseen...unheard...unfelling...and unrewarded with either applause 


or self respect. 


They are the entertainers who never entertain, the doctor who never 


heals, the teacher who never teaches, the child who never walks. 


"Winning" then to the athlete, is the total reason to exist in the 


profession he has chosen. Playing is not the real art of the 


athlete. "Winning", that measure of excellence that sets the 
athlete above and apart from his peers, is the talent that must be 
worked for, practiced and achieved. 


And once achieved, it must be maintained, developed and protected 
with the highest degree. 


Ambition 


Desire for high 
goals. Hates to 
lose. Can't 


Has goals 
above ability. 


Coachableness 


Takes advice 
and easy to 
Coach. Eager to 
learn. Easy to 
approach. 
Follows rules 
and directions. 


The Psychological Profile 


Aggression 


A tiger. 
First-place- 
belongs-to-me 
type. Asserts 
himself. 


Leadership 


Shows the way 
and sets good 
example. Re- 
spected by 
team members. 
Mixes well. 
Others follow 
his example 
and take his 
advice. 


Take Charge 
Guy 


Will take over 
when things go 
wrong. Under 
pressure does 
something 
about the 
problem. Often 
a hero. 


Of A Champion 


Hard Worker 


One of the 
first to 
practice—last 
to leave. Does 
extra work. 
Never misses 
practice and 
follows in- 
structions. 


Physical 
Toughness 


Develops 
toughness by 
hard work. 

In great 
condition. 
Keeps train- 
ing rules and 
trains year 
around. 


Mental 
Toughness 


Never gives 
in to feelings. 


‚ На$ never-give- 


up attitude. 
Ignores heat, 
cold, pain. 


Psychological 
Endurance 


Stays with job 
the end. 
Will do his 

best against top 
competition. Hig 
endurance all 
season. Reliable 


To Win Championship — We Must: 
1. Have proper attitude. 
2. Be in great physical condition. 
3. Help each ae — work together. 
4. Place team goals over persona/ goals. 


5. No one can beat the REDSKINS unless we beat ourselves. 


Property of 


EIGHT DUMB WAYS TO GET CLOBBERED ON DEFENSE 


THERE ARE A LOT OF WAYS TO GET BEAT. THESE ARE THE CRITICAL ONES 
AND SEEM TO BE THE MOST POPULAR. 


1. DON'T PLAY THE DEFENSE CALLED IN THE HUDDLE. Play it the way you think 
it should be played. 

2. GUESS WHERE YOUR COVERAGE 1$. GUESS WHAT TYPE OF PATTERN YOUR 
MAN IS GOING TO RUN, even before the ball is snapped. 


3. When “rushing the passer,” STOP WHEN YOU ARE BLOCKED. Hope the pass will be 
incomplete. 

4, STOP PURSUING because you expect someone else to make the tackle. 

5. JUMP OFFSIDE, OR LINEUP OFFSIDE, and give your opponent an easy 5 yards to keep 
their drive going. 

6. FOUL YOUR OPPONENT WHEN THEY ARE GIVING YOU THE FOOTBALL. Best ways 
are holding, pass interference, etc. This comes under the classification of unnecessary penalties. 


7. BE GUILTY OF A MENTAL MISTAKE. The best way is by not knowing, or not under- 
standing your assignment in the defense. The defense breaks down because of mental errors, 
We refer to this as “М.Е.” in grading. 

8, LOSE YOUR POISE AND START A FIGHT, and get kicked out of the ball game. Not only 
do we get a 15 yard penalty, but we also lose a regular player. You don't have to take anything 
from your opponent, but always use "good judgment." The player who retaliates is always the 
"one who gets caught." 


EVERY SEASON MORE AND MORE DEFENSIVE PLAYERS ARE GETTING THEMSELVES 
AND THEIR TEAM IN TROUBLE BECAUSE OF THE ABOVE VIOLATIONS. 


IF YOU EVER CATCH YOURSELF DOING ANY OF THESE DUMB THINGS, "STOP" IN A 
HURRY BECAUSE SOONER OR LATER IT COULD COST THE TEAM A BALL GAME. 


CHECK YOURSELF AFTER EACH GAME AND SEE IF YOU ARE GUILTY OF ANY OF 
THESE ERRORS. 
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GENERAL PRINCIPLES 
OF 
DEFENSIVE PLANNING 


THE WASHINGTON REDSKINS 


BASIC INFORMATION 


This notebook Is the property of the Washington Redskins. The loss 


of this notebook will cost you $1000.00. Treat it with care at all 


times. 


Why we have Notebooks 


1. 


To have at your disposal.a reference for learning and to compile а 
daily addition of the different phases of the game. 


We learn by writing, seeing, listening, reviewing and by practice 
on the field, Ask questions, otherwise listen! 


To establish a common language that we may speak on or off the field 
so that we may improvise at the slightest provocation. 


Mental Attitude 


la 


To win in the N.F.L. you must believe that you can win. Never 
step on the field thinking that you will lose. 


Championships are won by the team that wants to win more than 

their opponents. Championships are won because maximum effort must 
come from within each and every individual reacting to every play 
as one unit. 


Play every play of the season as you would play for the championship. 
You must be willing to put out more effort than your opponent. 


You must be willing to pay the price of victory. There is no 
Northwest Passage in the N.F.L. There are no short-cuts, tricks 
or gimmicks that can be used to win. Football is still a game of 
blocking and tackling. 


Work on the weakest phase of your abilities constantly. Keep your ` 
strong points sharp, but spend more time on improving your weak points. 
Coaches only organize practices to help you improve. improvements 

will come from within the individual through constant repetition. 


Your coaches will work hard, but will never drive you. Ме shall retain 
only those who do everything possible to make a winner, We believe 
In this philosophy. 


Football is your livelihood! We expect your best effort at all times, 


Don't beat yourself - be smart! 


iz RAL PRINCIPLES OF THE REDSKINS DEFENSIVE PLANNING. 
(WITH INTRODUCTORY EXPLANATION OF THE ELEMENTAL TERMINOLOGY USED BY 


THE DEFENSE). 
A. GENERAL PRINCIPLES. 


l. Changes in offensive football have necessitated great 
changes in the defensive tactics which must be employed to cope with the 
PRO offense. To a large extent, the original NAMES given to the positions 
on defense are no longer appropriate. 


2. The DEFENSIVE FORMATIONS and names given to PLACEMENTS AND 
ASSIGNMENTS of the DEFENSE are identified by 2 digit numbers. When the first 
number is EVEN (4-6-8), the formation will be known as an EVEN DEFENSE, When 
the first number is 000 (5-7), the formation will be known as an 000 defense. 


3. Likewise, the TERMINOLOGY, used by the defense to identify 
offensive formations, positions of players and movements of players, is dif- 
ferent than that used heretofore. The terminology to be used by the Redskins In 
1977-1978 will be different than that used in the past and will give us greater 
flexibility. 


h. The defense must be able to RECOGNIZE AND IDENTIFY INSTANTLY 
what formations and maneuvers the offense is using, Then the defensive 
players must be able to COMMUNICATE with each other easily, accurately and 
rapidly what they observe. This ability is of the utmost importance in helping 
the defense to determine, ahead of the snap, what plays the offense will, or 
will not, use and in coordinating the efforts of the various defensive players 
in meeting such plays --- runs and passes. 


5. It is also important for the defense to IDENTIFY THE KEY 
OFFENSIVE PLAYERS AND THEIR POSITIONS, to communicate such information to 
each other and to adjust their defensive maneuvers to counter the abilities 
in order to attain adequate pass coverage and pass rush. 


6. The DIFFERENCE IN OFFENSIVE BLOCKING, on passes as compared to 
runs, must be instantly recognized, identified at the snap and the information 
communicated to the various defensive players easily, rapidly and accurately 
in order to attain adequate pass coverage and pass rush. 


7. The PULLING of offensive Guard or Tackles are offensive maneuvers 
particularly informative to the defense. Runs, especially traps, and passes, 
can be frequently recognized and identified by the pulling of the offensive 
linemen, 
+ 


8. OFFENSIVE SPACING -- especially of the Y man, Near end and 
the Spread end is very informative, The opponents most dangerous plays, runs 
and passes, are likely to follow, Thus, those defensive men in the best 
position to observe such spacing must communicate the information to the 
others, We will have a Captain of offensive spacing of the interior linemen. 


9. INDIVIDUAL HABITS AND MANNERISMS of the offensive players 
which "Tip Off" plays must be recognized and identified and that information 
must be communicated to other members of the defense. 


10. All defensive players, linebackers and deepbacks in particular 
should be PLACED ACCORDING TO THEIR ABILITIES and.given assignments which 
exploit those abilities and in which personnel weaknesses do not handicap the 
defense. 


11. NO team DEFENSIVE PLAY SHOULD ever BE ATTEMPTED where even 
one man is confused as to his job, particularly in the secondary, no matter 
how advantageous such a play may be theoretically. 


12. it is necessary that changes be made in previously called 
defensive maneuvers, by the use of different signals which change these 
maneuvers to meet unexpected offensive movements by opponents. However, 
defenses called should be adjusted to meet all probable offensive maneuvers 
with or without audible signals. 


13. CONFIDENCE is the keynote to any pass defense. Knowing their 
assignments thoroughly develops confidence in the players. The mental attitude 
of the secondary should be to WISH FOR THE OPPONENTS TO PASS THE BALL, This 
gives the secondary an opportunity to legally get possession of the ball by 
intercepting it. 


14. All good receivers must be JAMMED AND AXED as much as possible 
on the line of scrimmage, Or as soon as possible after they have crossed it, in 
order to break up the ‘Timing’ of their passes. 


: 15. The GENERALS (Defensive Quarterbacks), must know which basic 
defenses and variations are best to meet the various play situations and must 
know the assignments, and variations, of all members of the defensive teams 
in all basic defenses. You will be tested on this. 


16, VERBAL SIGNALS are the principle means of calling and controlling 
defensive formations and movements. 


17.. FOUR and FIVE MAN LINES comprise basic defenses. 


18, The DEFENSIVE TEAM 15 να DIVIDED into Five divisions: 


(1) RUSHMEN, Usually Linemen, four in number. 

(2) HAC is usually the Middle Linebacker who is ordin- 
arily behind the line anywhere between the end men 
of the defensive line, but who may play anywhere on 
or behind the line. 

(3)  STUB (Strong Side LB) and BUCK (Weak Side LB) are the 
Corner Linebackers. 

(L) SINGLE SAFETY, or Safety Нап of a THREE DEEP DEFENSE, 
or the TWO SAFETIES, LES and RUS, or Strong Safety, 
SAM,and Weak Safety,JILL, of a FOUR DEEP DEFENSE, 


(5) OUTSIDE two Deepbacks (SIDEBACKS) of a four, five or 
any defense having two (2) or more Deepbacks. 
LOU is the name assigned to the Left Outside Back. 
ROSE is the name assigned to the Right Outside Back. 


19. VARIATIONS of basic defenses must be used to protect against 
particularly dangerous offensive players. 


20. 1n addition to the basic defenses and variations, a limited 
number of SPECIAL DEFENSES must be available for use in the following 
situations: 

(1) уз, UNCOMMON offensive formations and/or plays for which 
the basic defenses and variations are not adequate. 
(2) in the following AREA and PLAY SITUATIONS: 
a. Inside opponents 10 yard line. 
b. Short Yardage, anywhere. 
c. Long Yardage. 
d. Last few seconds of each half. 
e. Other situations. 


2t. In addition to the basic defenses and variations, and special 
defenses, GOAL LINE DEFENSES with variations must be available for use inside 
our own 10 yard line and in certain play situations such as the opponent 
"coming out" of his own goal line area. 


` 


22. OFFENSIVE LINEMEN DOWNFIELD on Forward Pass. 


|t is particularly important for all members of the defense to 
observe the maneuvers of the offensive interior linemen on every snap. When any 
one or more of such linemen advance across the line of scrimmage before a for- 
ward pass is thrown, it is a foul, unless such linemen only advance whatever 
distance the officials consider incidental to their charge. NO LEGAL FORWARD 
PASS CAN BE THROWN WHEN OFFENSIVE LINEMEN ARE DOWNFIELD ILLEGALLY. Only running 
plays are legal when this occurs. When no offensive linemen advance across the 
line, usually a forward pass will be thrown. This is not always true because 
most offenses have plays in which their players simulate pass maneuvers, 
including pass blocking by backs as well as by linemen who do not cross the 
line of scrimmage. Some of the plays in the category are DRAWS, SCREENS, STATUES 
and all FAKE PASS and RUN plays. When a linemen is "illegally downfield", grab 
him and hold him and notify the official. We have won games in the past with 
this type of alertness. The LINEBACKERS are usually in the best position to 
polnt out this illegal procedure. 


B, EXPLANATION OF THE ELEMENTAL TERMINOLOGY USED BY THE DEFENSE. 


A. GENERAL 


(1) ALL TERMINOLOGY USED by the defense with reference to the 
offense 1$ USED FROM THE DEFENSE'S STANDPOINT. The 
exceptions are where the defense will refer to the offen- 
sive positions by the names, numbers and letters FROM THE 
OFFENSIVE STANDPOINT (examples - RIGHT TACKLE, RHB, FB, 2 
BACK - B BACK, ETC.). 


(2) Three GENERAL PRINCIPLES are followed: (a) that of always 
READING FROM LEFT TO RIGHT, (b) that of IDENTIFYING offen- 
sive MOVEMENTS according TO the DEFENSES LEFT OR RIGHT, and 
(ο) the numbering and lettering of the positions of the 
offenses backs is the same as that used by our offense. Also, 
the Hole Numbers used by the defense are the same as those 
used by our offense. 


(3) The NUMBERS hh, 46, 47, 51, Sh, 56 and 53 are used to IDENTIFY 
the various BASIC DEFENSES, Variations within each of these 
basic defenses may be used. 


(hà) DEFENSIVE SIGNALS are, as far as possible, made up of easily 
heard and distinguishable sounding numbers, letters, words 
and expressions. 


(5) SIGNALS are comprised of 2 digit numbers, letters, names and 
expressions. They are frequently made up of three parts - one 
part primarily for the RUSHMEN, one part for the LINEBACKERS 
and one part for the DEEPBACKS. However, although each of 
these defensive groups is controlled separately by its own 
part or parts of such signals, very frequently one signal 
instructs all three groups. 


B. AL DEFENSIVE. TERMINOLOGY (applying mostly to the defense but 
* some applying to the offense). 


(1) All the men, no matter how many, who are on the line of scrim- 
mage and who do not drop off the line on the snap are referred 
to as LINEMEN and comprise the PRIMARY DEFENSE, 


(2) The men who are usually behind the line of scrimmage, usually 
from one to not more than four yards back are called LINEBACKERS. 
They and the two, three, four or more, as the case may be, 
DEEPBACKS comprise the SECONDARY DEFENSE, 


Note! Special Defenses may be used employing as many as eight 
men in the secondary or nine men on the line. 


(5) 


(6) 


The terms SPOT, SPOTS and SPOTTING are used only with ref- 
erence to the DEFENSIVE PLACEMENTS assumed by the men on 
defense, These placements, always called SPOTS are the 
places taken in the various defensive formations on or before 
the snap. 


The defense does NOT use the terms POSITION or POSITIONS when 
referring to the placements of the MEN ON DEFENSE. Those 
terms are reserved for use by the defense in referring to the 
placement of the players in the offensive formation before the 
snap. 


RUSHMEN is the name used by the defense for the four defensive 
men who are nearly always ON the line of scrimmage and who 
nearly always charge directly forward or obliquely forward. 
The name RUSHMEN has been given to these four men because their 
primary job is to charge across the line of scrimmage aggres- 
sively, Only in very special situations will any of these 
RUSHMEN drop off the line of scrimmage. 


The RUSHMEN are named, reading from left to right, LON, LIN, RIC, 
and ROY, 

The "LU in LON stands for Left and the "0" for Outside, 

The "ЫН in LIN stands for Left and the |1! for Inside. 

The "В" in RIC stands for Right and the "|! for Inside. 

The "RU in ROY stands for Right and the "OU for Outside, 


The two outside men of the RUSHMEN are also called the ''0'' MEN, 
or the O's and the two inside men are also called ''{ MEN or the 
t's, Also, LON and LIN are called the Left Rushmen and RIC and 
ROY are called the Right Rushmen. 


MIODLE GUARD is the term used to identity the man who usually 
plays the middle SPOT. He may be exactly on the line or not more 
than one (1) yard back of the line. If a player is at this spot, 
of a 5 man defensive line, and charges across the line of scrim- 
mage, his identification is MICKEY, 


1f he lines up on the line and drops off the line, on or just 
before the snap, his identification is MIKE. When that player 
takes a spot a yard or more behínd the line before the snap, 
approximately in the middle, his name is MAC, whether he charges 
across the line or not. When this player plays in the LINK or 
RIP spots he takes the name of LINK or RIP, as the case mav be. 


(7) 


(8) 


(9) 


(10) 


8. 


All the men оп the line whose primary jobs are to stop runs 
and rush the passer are the PRIMARY DEFENSIVE MEN, They 
comprise the PRIMARY DEFENSE and consist of (2) the RUSHMEN 
only, (b) the addition of one or more LINEBACKERS and (c) 
sometimes one of the DEEPBACKS. All the men behind the line 
of scrimmage who have pass coverage responsibilities comprise 
the SECONDARY DEFENSE and usually consist of (a) SIDEBACKS, 
(b) SAFETY OR SAFETIES and (c) LINEBACKERS. 


LINEBACKERS names are MIKE, MAC, LINK, LINKI, LINKO, RIP, RIPI, 
RIPO and when the defense is employing TWO inside linebackers, 
LUG is the man on the defenses Left and RAT is on the defenses 
Right. The "L' in LUG and the В" in RAT stand for the Left 
and Right respectively and help to associate these names with 
the spots they assume. 


Most basic defenses employ either 3 or 4 men deep. 


(a) When four men are employed deep, the name of the defense 
is the FOUR DEEP DEFENSE. The two outside deep men are named 
LOU, on the defenses Left, and ROSE, on the defenses Right. 

The ULU in LOU stands for Left and the ''Q" stands for Outside. 
The ИА" in ROSE stands for Right and the "O" stands for Out- 
side. The Two inside deep men in the FOUR DEEP DEFENSE, the 
Inside Safeties, are named LES, on the defenses Left and RUS 

on the defenses Right. The "L' in LES stands for Left and the 
"S" stands for Safety. The "R' in RUS stands for Right and the 
Mg! stands for Safety. These two deep men are referred to as 
the Left and Right Safeties. When playing against an offense 
employing strong and weak sides the Safety opposite the Offenses 
Strong Side is called the Strong Safety, or Specifically SAM, 
and the safety playing opposite the Offenses! Weak Side is 
called the Weak Safety, or specifically JILL. 


(b) A defense which employs three men deep is called a THREE 
DEEP DEFENSE. The name of the middle man in a THREE DEEP 

DEFENSE is Safety in the Middle, or specifically 510. The two 
outside men, or SIDEBACKS of the Three Deep Defense are still 
referred to as LOU and ROSE, as they are in the Four Deep Defense. 


(c) The only time the indication SID is used is when there is 

a three man deep defense, never when there are four deep. Like- 
wise the names LES and RUS will never be used except when there 
is a four deep defense and never when there is a three man deep 
defense. LOU and ROSE, however, are used whether the defense 

is 3 or 4 deep. 


(ор DEFENSES: 


(a) Any defense having an 000 NUMBER OF ΜΕΝ ON THE LINE of 
scrimmage, no matter where spotted, is often called an 000 
DEFENSE. 


(b) Any defense having a MAN approximately HEAD ON THE 
SNAPPER of a balanced offensive line, is also often called 
an 000 DEFENSE. 


(11) EVEN DEFENSES: 


(a) Any defense having an EVEN NUMBER OF HEN ON THE LINE of 
scrimmage, no matter where spotted, is often called an EVEN 
DEFENSE, 


(b) Any defense having TWO LINEMEN approximately HEAD ON THE 
OFFENSIVE GUARDS of. а balanced offensive line, is also often 
called an EVEN DEFENSE 


||. ADDITIONAL TERMINOLOGY 


A. TERMINOLOGY (some of which, as indicated, applies to the offenses 
areas, personnel and positions, and some of which applies to the 
defenses areas, personnel and spots). 


1, QNSIDE 
(1) The side of the Offensive or Defensive team towards which a 
run goes, 


(2) EFT HALF, FULLBACK, RIGHT HALF, QUARTERBACK, LEFT TACKLE 
LEFT GUARD, CENTER, RIGHT TACK TACKLE AND RIGHT GUARD are used by 
both the befense an and the Offense to refer to those Offensive 
players respectively, but these terms are never used to refer 
to any defensive men by the defense. 


(3) WINGBACK -- is the name of the player behind an offensive 
line occupying a position 1 to 3 yards back and not more than 
h yards outside the normal end on his side. 


(4) LINK -- Corner Linebacker on the defensive Left - opposite the 
offenses right on his regular spot. 


(5) LINKI -- LINK inside of his regular spot. 


(6) LINKO -- LINK outside of his regular spot. 


(7) RIP == Corner Linebacker on the Defensive right = opposite the 
Offenses left in his regular spot. 


(8) RIPO -- RIP Outside of his regular spot. 
(9) RIPI -- RIP Inside of his Regular spot. 


Qo) 


а 


== Linebacker -- occupying position between the corner |. іпе- 
backers, when there are corner Linebackers, or any Linebacker 
approximately behind the middle of the Defensive line, even 
though there are no other linebackers. 


(11) 


(12) 


(13) 


(14) 


(15) 


(18) 
(19) 


(20) 


E 


(21). 


(22) 


STRONG SAFETY (SAM) -- The safety opposite the Offenses strong 


side of either a 3 or 4 Deep Defense. 


WEAK SAFETY (JILL) -- The safety opposite the Offenses weak 
side. There can be no JILL in a 3 Deep Defense. 


SLANTING LINE -- is the name of the maneuver where two or more 
Defenslve Linemen charge forward at an angle one man over in 
parallel directions. 


SHIFTING LINE -- is the name of the maneuver where two or more 
Defensive Linemen move laterally by a slide maneuver executed 
quickly and smartly, both in the same direction and then charge 
according to the defense called by the general, 


NEAR BACK -- Offensive back to the ONSIDE, |f referred to 
before the snap, must be indicated either right or left. If 
halfback on such side is not in position and the Fullback is, 
then the Fullback is the Near Back. 


P Q -- Offensive PLAYER OUT (SPREAD END) - man deployed wide 
on either side, on or off the line. 


P | == PLAYER INSIDE ("Y") on the side of the Offensive 
formation having an outside man farther out -- P, 0. The P I 
is on the line when the P 0 is off the line and is off the line 
when the P 0 is on the line. 


Y ~= Р Гоп the line, 


SLOT -- Both X & Z now on same side of formation - with one slotted 
off 1.0.5. 


POST -- offensive P O (FLANKER) on the STRONG SIDE ONLY, This 
z 
man is referred to as Z by our offense. 


POW -- offensive P 0 (SPLIT END) on the WEAK SIDE ONLY, This 


man is referred to as X by our offense. 


PIX -- Normal 'Y" man - Now on Weak Side of formation and thus 
the identification of P.f at X. 


B. TERMINOLOGY USED BY BOTH DEFENSE AND OFFENSE APPLYING TO DEFENSIVE 
MANEUVERS, 


1. 


REVOLVE -- Maneuver of a FOUR DEEP DEFENSE in which, usually, а 
Sideback moves up on the snap to cover shallow flat and does not 
cover a P бога HB shallow, and in which the Strong Safety (SAM) 
on his side covers deep outside, with the Weak Safety (JILL) 
covering the deep Inside. 


PRE-REVOLVE — Same as REVOLVE except that the Deepbacks involved 
assume the spots before the snap so that they may be in a more 
advantageous position from which to execute the same assignments 
as in the REVOLVE maneuver. 


D, 


Tax 


3. FREE -- Term referring to a Safety, usually the Weak Safety who 
usually, but not always, has no specific receiver to cover, in the 
pass defense plan and who PLAYS THE BALL instead. 


h. PLAYING THE BALL -- When any member of secondary, usually but 
not always, has no specific man to cover in the pass defensive 
plan he READS the QB and PLAYS THE BALL instead of any specific 
receiver. 


5. HAN FOR MAN == (Pass Defense) -- Defensive plan in which secondary 
men cover specific individual receivers regardless of the pass 
patterns or paths such individuals run. 

6. DOGGING -- Name given to any Linebacker or Deepback who rushes the 
passer as his primary responsibility. 


TERMINOLOGY USED BY BOTH DEFENSE AND OFFENSE APPLYING TO THE OFFENSES 


HOVEHENTS -- (excluding blocks, run styles, pass patterns). 


1. SNAP -- The act of the CENTER putting the ball in play. 


2. PLAY -- This term includes both RUNS and PASSES, 

3. RUN -- Any play where the ball carrier takes the ball on a direct 
pass, or from the QB, or from another Back behind the offensive 
line, and runs with it to attempt to gain yardage. 


h. PASS -- Any play in which the ball is thrown from the QB or any 
offensive player, usually a Back, to another offensive player, 
either forward, backward or obliquely backward. 


5. LATERAL -- Any player movement toward sideline either directly or 
obliquely backward. 


TERMINOLOGY AND ABBREVIATIONS USED PARTICULARLY BY THE DEFENSE AND 
APPLYING ONLY TO THE DEFENSE. 


(A) FORMATIONS: 


THREE DEEP DEFENSE -- Backfield defensive formations having three 
3) Deep Меп. 


FOUR DEEP DEFENSE -- Defensive formation having Four (4) Deep Hen. 


BASIC DEFENSE -- Any one of the 40, hi, 44, 45, 46, 48, 49, 50, 51, 52 
53, 54, 56,quarter defenses. 


SHORT YARDAGE OR GOAL LINE DEFENSES -- 61, 62 Jumbo, 70, 80 Gap. 
(B) PLAYERS AND SPOTS: 


RUSHMEN -= The FOUR linemen who are nearly always on the line of 
scrimmage. 


12, 


O's or 0 HEN == The TWO Outside Rushmen. 
i's or 1 MEN -= The TWO Inside Rushmen, 
LEFT RUSHMEN == LON and LIN. 

LON -- Rushman on the LEFT OUTSIDE.. 

LIN -- Rushman on the LEFT INSIDE, 

RIGHT RUSHMAN -- RIC and ROY. 

RIC -- Rushman on the RIGHT INSIDE. 


ROY -- Rushman on the RIGHT OUTSIDE, 


MIKE == Name of defense in which MAC is at Middle Guard spot 
On or not more than one (1) yard behind the line, and on or 
not more than $ yard to one side or other of SNAPPER but does 
not charge across the line on snap. 


MICKEY -- Name of defense In which HAC is at the Middle Guard 
spot on the line and charges across line on snap. 


INSIDE LINEBACKERS -- The Two linebackers who play behind line 
but inside 0 Hen spots in defenses that usually, but not always, 
employ Two Linebackers. | 


UG -- INSIDE LINEBACKER on defenses! LEFT, opposite offenses' 


ight. 


L 
R 
RAT = INSIDE LINEBACKER on defenses! RIGHT, opposite offenses 


eft. 


r 


JAMMER == Usually а Linebacker, but can be any player, playing 
head on or within touching distance of any eligible receiver, 

who OBSTRUCTS such RECEIVER in any legal way possible, on the 

line or as soon as possible after such receiver has crossed L.O.S. 


SAM -- STRONG SAFETY -- Back in a THREE OR FOUR DEEP DEFENSE who 
has moved over to Strong Side to cover P | or the End where the 
Sideback has moved wide to cover an offensive Man in Motion Wide. 


INSIDE SAFETIES =- The two men back deep on the Inside of a 
FOUR DEEP DEFENSE, 


SIDEBACKS OR OUTSIDE BACKS -- The two men who are both back and 
deep outside of either a THREE OR FOUR DEEP DEFENSE or any defense 
having 3 or more Deepbacks, or either or both may be up towards 
the LOS but are the outer most Deepbacks in the Secondary. They 
are called Sidebacks because they are nearest the sidelines. 


€) 


13. 


Loy -- The Sideback of a THREE OR FOUR DEEP DEFENSE or any 
Defense having three or more Deepbacks, on the Defenses! Left, 
opposite the Offenses’ Right. 


LOU UP -- When LOU moves up closer to the LOS than regularly, 
on or before the snap. 


JILL or WEAK SAFETY -- The Inside safety usually opposite the 
Offenses' Weak Side. 


LES -- (Abbreviation for Left Safety) The Inside Safety on the 
Defenses' Left and opposite the Offenses’ Right. 


RUS -- (Abbreviatión for Right Safety) The Inside Safety on 
the Defenses! Right, and opposite the Offenses Left. 


ROSE -- The Outside Deepback of a THREE or FOUR DEEP DEFENSE or 
any Defense having 3 or more Deepbacks on the Defenses’ Right, 
opposite the Offenses Left. 


ROSE UP -- When ROSE moves up closer to LOS than regularly, on 
or before the snap. 


DOG -- Anv Secondary man, but usually a Linebacker, (i.e.) LINK, 


Lug, MAC, RAT, RIP, who rushes the passer as his primary 
responsibility. 


MANEUVERS 


OVER-SHIFT -- Spotting some of the RUSHMEN $ yard to E yards one 
wey or the other from their normal! spots, before snap. 54 & 56 
are examples of Over-Shifted defenses. 


SLANT -- Hovement by Rushmen on snap to one side or the other 
with an angle forward step - in direction of SLANT call followed 
by charge for points, $ yard to 15 yards over from normal points 
toward direction of SLANT. 


SLANT BACK -- Action of RUSHMEN after taking OVER spots in one 
direction and then SLANTING the opposite direction to their normal 
spots on Slant. 


HIT AND LOOK == Charge by RUSHMAN in which he Hand Shivers, with 

arms extended, offensive opponent, controlling him with hands, After 
contacting opponent with hands, RUSHMAN looks at offensive backfield 
action and plays the ball. He cannot be blocked. 


CRASH POSITION -- Variation in spots of "0" Men and LB's in which 
"Ij! Men are outside on the line and LB's inside on the line, 

From this outside placement, ''0" Меп are better able to rush the 
passer. 


DASH == Signal for both '"'Ü' Men and LB's to assume CRASH spots on 
their respective sides. 
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WEAK DASH (WASH) -= Signal for only the Weak "0" Man and Buck 
to assume Crash placements. 


STRONG DASH (STASH) -- Signal for only the Strong "O! Man and 
Stub to assume Crash placements. 


STANDARD -- Refers to the spots and assignments of all defen- 
sive men in the basic defenses. 


РЫ -- Defense in which the Weak Safety doubles up with the 
Weak Sideback on the Weak PO in pass coverage. 


BUCK AX -- Defense in which the Weak Side LB (Buck) takes spot 
on line inside Weak PO (X) Jams such PO and then covers the Front 
Weak Outside. 


STUB AX -- Same assignment by LB (Stub) on the Strong Side PO (Z) 
as BUCK AX is on the Weak Side. 


SWITCH -- Pass coverage manuever in which the Strong Safety and 

the Strong Sideback may need to switch receivers, The Strong 
Sideback taking the receiver breaking outside and the Strong Safety 
taking the receiver breaking inside. It is basically a zone situa- 
tion until the receivers commit. Switch is also used to refer to a 
Similar switch of assignments involving the weak cornerback and the 
weak safety, š 

NOSE -- Refers to Spot on defense in which STUB and/or BUCK 

execute a jamming tactic on receivers on their respective sides. 


JAM -- Any type of OBSTRUCTION executed by any defensive player 
on the line or just behind the defensive LOS, or of an Offensive 
receiver attempting to cross LOS in a pass pattern. 


AX -- Defensive maneuver by a player of the defensive Secondary 


in which he cuts down, with a shoulder or cross body block, 
, àn offensive receiver who attempts to run a pass pattern. 


WEB -- Coverage on the Weak PO where the Sideback comes up and 
has OUT responsibility being covered up deep by Jill, 


STOWAWAY -- Maneuver on strong side where STUB anticipates the snap 
and moves to an alignment 5 yards deep and 5 yards wide, 


WALKAWAY -- Maneuver on weak side whereby BUCK anticipates the 
snap and moves to a position where he splits the difference between 
‚РОМ and the Off. Tackle. 


STAB -- A term referring to STUB and BUCK. The call is a comb- 
ination of a STOWAWAY on the strong side and a WALKAWAY on the 
weak side. The proper timing of the call is of great importance. 


Е. 


156 


STICK -- A maneuver which applies to STUB, HAC OR BUCK, whereby 
the LB called STICKS to the receiver all over the field receiving 
help from a deep back. Primarily used vs an ACE formation. 


MAC HOLD -- A term used soley for MAC which takes away all of his 


pass coverage responsibilities. It allows him to play the runs 
(screens and draws) tougher. 


BUCK HOLD -- Term used solely for BUCK which takes awav his nass 
coverage responsibilities, except for a FLARE BACK, or SHOOT BACK. 
It allows him to play the runs (checkdowns, screens and draws) tougher. 


TERMINOLOGY AND ABBREVIATIONS USED PARTICULARLY BY THE DEFENSE AND 
APPLYING ONLY TO THE OFFENSES' FORMATION AND POSITIONS. 


1. 


RED, BROWN OR BLUE FORMATION -- Backfield formation employing only 


2 backs. They may be in the two HB positions or one in the FB 
position and the other in either HB position. 


TREY FORMATION -- Backfield formation employing 3 backs in regular 
positions, 


ACE FORMATION -- Backfield formation employing one back in any 
one of the HB or FB positions (commonly referred to as double wing). 


WINGBACK FORMATIONS -- Formations having either one or two backs 
occupying Mingback positions on either side. 


SPREAD FORMATION -- Any formation except the Double Close or 
Double Wingback formations. 


NEAR END (OR C END) -- Split End (X) from 1 or 2 yards from his tackle, 
FLEX END -- Split End (X) from 3-5 yards from his tackle. 
FULL FLEX -- Split End (X) from 6-8 yards from his tackle. 


PO (PLAYER OUT) -- Any Player Deployed to one side or the other, 
on or behind the LOS, with no other player out farther on his side. 
The distance Out from the Tackle or "Y" Man may vary from 7-20 yards. 


a. "X" (POW) The Weakside PO, (either right or left) 
b. nzu (POST) The Strongside РО. (either right or left) 


P | -- Any offensive player, usually "Үн, occupying the position on 
one side or the other and on or behind the line, there always being 
a PO out farther on the same side who is OFF the line when such РІ 
in ON the line and ON the line when PI is OFF the line. The defense 
has recognition calls for the spread of the "РИ! from his tackle: 

а. "PIC! -- 1-3 feet. 

b. ПРОСИ =- 2-3 yards. 

c. "DOUBLE РОС" -- 4-6 yards. 


17. 


15. 


STORR FORMATION -- When strength of formation, usually designated 
by position of the "РІ" (Yu), Is to the Defensive Right (Offensive 
Left), the defense refers to this as '"STORR''. 


STALL FORMATION -- When the strength of the formation is to the 
Defensive Left (Offensive Right), the defense refers to this as 
"ТАШ. 


RED FORMATION -- Running backs are in the #2 and #4 positions in 
the backfield. 


BROWN FORMATION -~ When Running Backs are in the #2 and #3 positions 
in backfield in a STALL Formation....or in the #3 and #4 positions 
in a STORR Formation. 


BLUE FORMATION -- When Running Backs are in the #2 and #3 positions 
in backfield in a STORR Formation ....or in the #3 and #4 ina 
STALL Formation. 


VARIATIONS of the ABOVE FORMATIONS take place with the ADDITION of 
the following words: 


a. NEAR OR "С" END - When ИХ" moves in from Spread Position 
to a position | or 2 yards from the Offensive Tackle and on 
5.0.5. 


b. SPLIT -- When FB and ΗΒ exchange positions. 
c. Y SLOT -- When "Y! is off L.0.S., usually one yard back of 
and one or more yards outside of Offensive Tackle, and "Z" 


is in Spread Position on L.0.5. 


d. SLOT - Spread end on strong side is on L.0.S. and anothec 
receiver (PO or Y) is inside of him and off 1..0.5. 


e. SWITCH -- ИХ" and "ҮН exchange positions. ux! will now be 
Slotted on the Strong Side with "Z" on L.O.S., and "Y" 
normally near, on weak side. 


f. FLEX -- Position of Weakside End ("X") from 3 to 5 yards out- 
side of tackle and on L.O.S. 


g. WING -- PO occupying position 1 to 3 yards back of 1.0.5. and 


oot more than В yards outside normal end on his side. 


3 LEFT AND 3 RIGHT -- When three eligible receivers are placed on 
the strong side of a formation, these receivers all being positioned 
outside of the Offensive Tackle, and one being positioned on the 
1.0.5, It may be a left or right formation. Referred to as TRIPS 
by our offense. 


DOUBLE CLOSE FORMATION -- Formation employing a TREY Backfield and 
the two ends in NEAR Positions. 


STRONG SIDE -- Side of a formation having two of the three regular 
receivers, 


20, WEAK SIDE -~ Side away from the Strong Side. 


21. ADDITIONAL IDENTIFICATION SYMBOLS for offensive pass receivers: 


Tc 


i. 


$. 


PO on Defensive Left - Z, X - POST - POW = LOG, SLOT 
Pj on Defensive Left - Y.7 PIX 

РІ on Defensive Right - Y. - PIX 

PO on Defensive Right - X, Z, POW, POST, ROC.- SLOT 
#2 == Left Halfback. 

#3 -- Fullback. 

Eh -- Right Halfback. 

иди == Back on Weakside of Offensive Formation. 


ив" -- Back on Strong Side of Offensive Formation. 


SLOT - - Receiver on strong side slotted off L.0.5. 


17. 


18. 


TERMINOLOGY USED BY DEFENSE TO IDENTIFY OFFENSE'S ‘BLOCKING 
MANEUVERS WITH EXPLANAT | ONS 


. В (ab. for MAN ON MAN) -- Offensive linemen blocking straight ahead 


on nearest opponent linemen, When only M used it means -- offensive 


- guard on the 1 opposite, offensive tackle on the O opposite and P! 


on the Corner Linebacker opposite. 


BLOCK -- Offensive linemen switching opponent linemen and cross 


‘Blocking them, the outside man in front. 


чун BLOCK -- Offensive linemen switching opponent linemen and cross 
blocking them, the inside man in front. 


-- Near Sack on outside man, ог third defensive man out, usually 
Corner Linebacker. 


BIM -- Near H on next inside Man, the 0 man, or second defensive man 
out. 


ив" BLOCK -- Tackle on Outside man, the third defensive man out, 
usually a Corner Backer. 


"AM BLOCK -- Guard on Outside man, the third defensive man out, usually 
a Corner Backer. 


TESS -- Tackle on Deepback, Sideback or Safety. 


GRACE 77 Guard on Deepback, Sideback or Safety. 


CRACK (PONDER) -- P 0 on Linebacker on same side 


"EAT -- РІ and TACKLE on 0. 


WEDGE -- Guards and Snapper, and sometimes the Tackles, a shoulder to 


shoulder ahead. 


TAG -- Tackle and Guard on 1. 


v GAS -- Guard and Snapper on +. 


SLIDE -- Combination blocking of Guard on the Ὁ Man opposite on the 
same side, and the Tackle on the LB opposite on the same side, The 
Snapper 1$ on the | Man on that same side on both runs and passes. 


SWOOP -- Offside linemen crossing over to opposite side not more than 
В yards ahead of line of scrimmage, and getting ahead of ball carrier 
on wide runs that way. 


0 OR | ~- Off Guard pulling to the ONSIDE and blocking through the hole. 


TRAP -- Block by Guard or Tackle from offside on "I" hole or h-5 hole. 


SWIPE == Block by a back on an | Man or Hiddle Guard if down, on 105. 


SLOW == Block by а PI, End, or "uC" or Near End on third defensive man 
out, usually a Corner Backer whether on "ON" or "OFF" side on pass 
plays, 

BOSS -- Near Back blocking on Safety. 


к= э 


CH == Help block by Back at L,0.S, or on Linebacker, 


POWER -- Double Team block at the hole, 


CUT -- Center blocking | man to Onside, 
BANG -- Block by Fullback on | Man or Linebacker, 


SUCKER -- When Onside Guard pulls away from hole to be run. 
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DIAGRAMS 


OFFENSE 
AND 
DEFENSE 


HL DIAGRAMS 


A. DIAGRAM MARKINGS 


RUSHMEN 


LINEBACKERS DOWN ( 3 point stance ) 


MAC Á Middle Linebacker } 


LINK ( Left Linebacker ) 
STUB if Strongside, BUCK if Weakside. 


RIP ( Right Linebacker ) 
BUCK if Weakside, STUB if Stronaside, 


SAM ( Strongside Safety ) 


JILL ( Weaks ide Safety ) 


LOU (Left Corner ) 


ROSE ( Right Corner ) 


DIAGRAMS OF OFFENSIVE FORMATIONS 
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OFFENS]VE FORMATIONS (Contd) EM 23. 
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COMBINATIONS WHICH ARE RUN FROM ALMOST ALL BACKFIELD SETS 
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PASS ROUTES OF BACKS 
PASS ROUTES OF BACKS 


Examples From Defensive Left Side (Strong) 


SHOOT AND UP 


PASS ROUTES OF BACKS (CONT) 


Examples From Defensive Left Side (Strong) 


2 
3 count 
Q © 
п ü 
Stub 
CHECK DOWN CIRCLE iN 10 yds 
(s) 
Q 
о 
ΠΠ 
; Stub 
8 yds 6 yds 
CIRCLE CROSS FAN CURL 
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INDIVIDUAL "X" PASS ROUTES (SPREAD 


Examples from Defensive Right Side 


1 1 $tep 


FAST HITCH 


3-4 Steps 


5 I 


DEEP SLANT 


15-16yds 
DELAY SLANT SHORT OUT DEEP OUT 


8 yds 


x А 6-7 yds 8-12 yds 
Jes yds FLAG 
POS GO 


QUICK POST 
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моту DUAL XU 


Examples From Defensive Right Side 


8 


DELAY SLANT 


8-10 yds 


CORNER 


puo 


29. 
INDIVIDUAL "Y" PASS, ROUTES — 
Examples From Defensive Left Side } 
О 
ste 1-2 vds Stub 
4-5 yds 
STRAIGHT OVER CROSS 
TT 
A Г] 
Stub Stub 
8-10 vds 
t 12-14y 
STOP HOOK DRAG STRAIGHT AND GO 
LJ [] 
Stub Stub 
8-10 vds 
DIAGONAL IN & 60 
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es From Defensive Left Side 


8 1 Step | 
эз 2-3 Steps i 

5 yds : 

i 


EAST HITCH HITCH SLANT DEEP SLANT E 
: i 


5 yds 
10-i2yds 
14-16уаѕ 


SHORT QUT. OUT DEEP OUT 


gerol 


DELAY SLANT 


COMEBACK 


8-12 yds 


POST 
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C. DIAGRAMS OF DEFENSIVE FORMATIONS. 
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с. DIAGRAMS OF DEFENSIVE FORMAT! ONS 
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PASS BLOCKING 


INDENTIFICATION i 


____ OPPONENTS OFFENSE 


THE WASHINGTON REDSKINS 


E г TION FOR REDSKINS DEFENSE 4l. 
$ BLOCKING IDENTIFICA 
É ви es 


FORMATIONS 
USED 


"ТРЕ BLOCKING 


RED 
(USUALLY) 


ιο 


RED 
BROWN 
BLUE 


RED 


RED 
SPLIT 
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FORMAT IONS 
USED _ 


C. PASS BLOCKING IDENTIFICATION FOR REDSKINS 14 


FORMATIONS 
USED 


RED 
SPLIT 


BROWN 
BLUE 


BROWN STALL 


BROWN STORF 
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FORMATIONS 
USED 


RED NEAR 
SPLIT NEAR 


"o MEL 
poohooe 


RED NEAR 
SPLIT NEAR 


n2 
рН ИРИНУ ΤῊΝ 


WI T 
RETURNS PUR E pq mcum Tom qm M 


MESI POR УШЫП АНИ CR RI 


RUSHMEN 


TECHNIQUES 
i RULES 
BASIC LINE PLAY 


THE WASHINGTON REDSKINS 
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LINE PLAY 


: The biggest single characteristic of a good defensive lineman is 
= AGGRESSIVENESS. - This is the one outstanding principle of defense, 


; AGGRESSIVENESS Don s s s o e è Quickness is essential. Great speed is 
eee tf 
not necessary. We would rather have a QUICK lineman than a HEAVY, SLOW - 


2 REACTING player. Qur definitlon of Quickness pertains to lateral move- 
ment. We feel, the first few steps should be AS FAST AS AN OFFENSIVE BACK. 


E N'I WORRY ABOUT BEING TRAPPED, If a player isn't trapped ONCE IN А 


= WHILE then he Isn't a real AGGRESSIVE football player. 


22 PURSUIT š 


s THIS 1$ THE BACKBONE OF ALL GREAT DEFENSIVE TEAMS, We have never Seen á 
“5 GREAT defensive team at апу level of competition that didn't have 
2 GREAT PURSUIT. 


"PURSUIT WILL PLAY AN EVEN GREATER ROLL IN 77-78 SINCE EVERY CLUB WILL 
BE GUNNING FOR US. In addition, in todays game, | feel the offense 
will continue to spread out and attempt to take advantage of what we 
аге doing on defense. However, pursuit is of little importance unless 
you CORRECT THE ANGLE OF PURSUIT, in other words, THE ANGLE OF PUR- 
SUIT DEPENDS UPON THE SPEED OF THE OFFENSIVE PLAYER. You should 
. always keep a proper defensive position on the ball carrier. The 
© defensive player should always stay one step behind the ball carrier 
while on the pursuit angle. This will enable you to keep proper position 
without over running the ball. 


Ме can improve. in this vital area. We will develop the correct angle 
In practice while our offense is running their plays. 


: τ RUSHMEN 


. GENERAL PRINCIPLES 


№ Protect the territory assigned to them against runs. 


2. RYSH THE PASSER. ў | 


The linemen in their initial charge disregard opponent's 


backfield faking. Get off the ball. Read on the move. 


beth ϱ ΜΕΝ. 
ας 


(Α) 


(8) 


. €) 


(0) 
(Е) 


Е) 


E 


(8) 
(c) 


PLAYING SCREENS 


RUSH THE PASSER, (You can't be an effective 
pass rusher and be thinking about dropping 
off to play screens, unless that is your 
specific assignment.) 


Јат any potential receiver you can reach 
without going out of your path, If you sense 
a screen go over the receiver tough and try 
to knock him down or off balance on your way 
to the passer. 


if you are past the receiver, try to make the 
passer's throw as difficult as possible. 


Play the screen instantly the ball is thrown. 
Never fail to Jam potential screen receivers 
where there is any indication a screen is 


coming to your side. 


Especially look for screens your way after you 
have rushed the passer successfully. 


RUSHING THE PASSER 


You.do more rushing of the passer than any 
other single maneuver on defense, THIS IS THE 
MOST. IMPORTANT PART OF YOUR DEFENSIVE PLAY, 


Learn ali the ''pass give-aways“ you сап. 


Rush in a path that will put you close to the 
passer if the protection breaks down, 


Gain all the controlled speed you can between 
your point and the man who sets up to protect you, 


Go through the protector slighty to the outside. 
(This will protect against statues and roll cuts.) 


47. 


The Rushmen have two all important assignments: 


(F) 
(б) 


(н) 


Ὁ 


© 
(к) 
КУ 


(н) 


(н) 


(0) 


(9) 


Q) 
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Keep In your lane, ( This will necessitate going 
through the blocker most of the time.) 


Keep your feet driving until you reach the passer. 
( This is the most important phase of your rush, ) 


As you drive through the protector, keep your eyes 
on the passer, so if he decides to break, you can 
break with him, 


If you are in line with the throw, as the passer is 
throwing, try to obstruct his line of vision by 
throwing your hands up high, except if he is a good 
runner, Keep going after the passer if you are 

not in the line of the throw and especially if he 
is a dangerous runner. 


Do not get too high while you are running, ( It's 
too hard to change direction and you can be cut 
down too easily by a blocker. ) 


If two protectors set up to take you, go through 
the outside one. : 


If two protectors set up wide, go for the inside one, 
then change your course and drive over the outside 
one. This will eliminate good roll out quarterbacks 
taking off to the outside, 


if the protector likes to throw a body block, veer 
more toward the middle so that he has to throw his 


‚ block quickly. Then you will have an easy path to 


the passer. 


Don't give ground to the outside when your opponent 
sets up wide, Take your regular course until you 
are even with him, then drive. 


Don't Fade if an offensive back attempts to block you, 
Drive over him, then shear off his outside, 


After a pass is thrown, go to the side of the field 
to which the pass was thrown, If the pass is down 
the middle, go to your own side. 


Vsa Hart or Munson type of quarterback, disregard 
the quarterback run threat. Do everything possible to 
burry the passer or prevent the pass from being thrown, 
Don't tackle such QBs low, or around the waist or 
chest. If close enough, come down with outstretched 
arms on top of his shoulders and passing arm, If not 
close enough for that, get in the line of the throw 

and jump as high as possible with arms outstretched 

and waving, Make the quarterbacks throw high over you 
or around vou. 


49, 


PLAYING RUNS 
ЧА) Do not follow the FLOW of your opponents backs, 
^ behind thelr line, any farther than а point 
directly behind the center. 


εν ιβ Always assume a play Is coming back your way 

Коза» αν - even though the FLOW is away from you unless | 

i you see quarterback has ball and is retreating : 
to passe You are the safety valve on all 


comeback plays. > | 


-() . Always go in to tackle "Roll out quarterbacks", de 
' who are dangerous runners, and always Rush to P. 


the OUTSIDE. | 


Va. (р) θη TAG blocks on your i Man always play for ἡ 
? ог 5 TAG TRAPS, whichever side you are on, 
first == turning parallel to line low and play 
it with inside shoulder, You have a little 
time before trapper can get to you if you are 
observing. TAG blocks are usually used on 
ц and 5 TRAPS except on fake pass runs excepting 
DRAWS, Even on h and 5 DRAW TRAPS, TAG blocks 
are frequently used on the "on" |. 


MD ARABI pU cr UIS μμ 


`(Е) Vs. Onside pulling tackle. Go with tackle some- 
times but not always and play for tosses and 
pltches but have some teammate cover you when 

7 yeu go. 


When tackle blocks In, close down hard but extend 
hands to ward off guard if a cross block has been 
called for an inside or outside run. 


(A) 


(ο) 


(0) 


PLAYING SCREENS 


USH THE PASSER. (You can't be an effective pass 
rusher and be thinking about dropping off 

to play Screens, unless that 1$ your specific 
assignment.) 


OR GROUND ANY POTENTIAL RECEIVER YOU CAR 
REACH WITHOUT GOING OUT OF YOUR PATH. IF YOU 
SENSE A SCREEN GO OVER THE RECEIVER TOUGH AND 
TRY TO KNOCK HIM DOWN OR OFF BALANCE ON YOUR 


- МАУ TO THE PASSER. 


"af you are by the receiver, try to make the 


passer's throw as tough as possible. 


Play the Screens instantly the ball is thrown. 


7 2... RUSHING THE PASSER 


(a) 


@) 
(ο) 


v 


(1) 


YOU DO MORE RUSHING THAN ANY OTHER ONE MANEUVER 
ON DEFENSE, THIS 15 THE MOST IMPORTANT PART 
OF YOUR DEFENSIVE PLAY. 


Learn all the ''pass give-aways"! you can. 


Rush in a path that will put you close to the 


passer if the protection breaks down. 


Gain all the controlled speed you can between 
your point and the man who sets up to protect 


you... 


Keep in your lane. (This will necessitate going 
through the blocker most of the time.) 


.Keep your feet driving until you reach the passer. 


As you drive through the protector, keep your eyes 
on the passer, SO If he decides to break, you can 
break with him. 


If you are In line with the throw as the passer is 
throwing, try to obstruct his line of vislon by 
throwing your hands high, unless he is a good 
runner. Keep going for the passer if you are not 
in the line of the throw and always if he is a dan- 
gerous runner. 


Do not be too high on your run. (it's too hard to 
change direction and you can be cut down too easily 
by a blocker.) 


Do DURAN. р 
ный 


y aie 
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(J) 


(K) 


(L) 


Эт. 


If two protectors sat to take you fake one 
and go over the other or split them. 


After pass is thrown, go to the side of the field 
where the pass is thrown. |f the pass is down the 
middie, go to your own side. 


Vs. Hart or Munson type QB ------.. disregard 
quarterback run threat. Do everything possible 
to hurry pass or prevent pass from being thrown. 
Don't tackle such quarterbacks low or around the 


waist or chest. If close enough come down with 


outstretched arms on top of the shoulders and 
passing ага. If not close enough for that get in 
line with throw and jump high as possible with 
arms outstretched and waving, making such quarter- 
backs thrown high over you or around you, 


PLAYING RUNS 


(А) 
(в) 


(c) 


(b) 


UM' BLOCKING 


Vs. WEDGE blocking -- submarine, 


Reverses or Comebacks are not your primary 
responsibility. 


Vs. Tag in blocks on you, pivot or spin to 
close the outside, 


Vs. Guard pulling to his own side -- drive into 
tackle on that side with hand or foresrm shiver, 


PLAYING DRAWS 


Draws are never the primary responsibility of rushmen, 
except where the defense called may designate an "IU Man to 
be responsible for draws, (Example: 80 Gap 3 0 Mig Hal.) 


The following paragraph deals with the basic four man 
rush only and the reaction to a draw, 
of blocking used in draws: ӨМ" Blockina and Trao Blocking. 


Γ] 


Everyone should yell '"DRAW'! upon recognition, Two most 
effective ways to slay this draw: 


Spin (best method) 
Throw opponent and react back to line of scrimmage, 


There are two basic types 


PY | 
— KA А 


AAS 
О П 


Еуегуопе should yell '"DRAW' upon recognition. Ric сал 
react quickly to this type-draw, as his block Is immediate, 
Two most effective ways to play this draw: 

1, Spin (best method) 
2. Throw opponent, 


LIN: This Is a tough block for you to play. Your 

reaction should be back to line of scrimmage. 
|f trapping guard has already made contact then 
spinning is best method of reaction, 


RUSHMEN VS, DRAWS: It is a must that you take the correct 
angle so that when the runner maneuvers 
to get past a BU, you will be In a position to make tackle, 
1, Do not run around blocks, 
2. Do not continue rush after you have recognized draw. 
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USE OF HANDS BY RUSHMEN 


IH £ ONLY ADVANTAGE THAT THE RULES PROVIDE FOR THE DEFENSIVE PLAYERS, 15 
THAT THEY ARE PERMITTED TO USE THEIR HANDS, HANDS ARE USED TO WARD OFF 
BLOCKERS, TO ALLOY THE DEFENSIVE PLAYERS TO GET TO THE POINT OF ATTACK, 


1E YOU FAIL TO MAKE USE OF THESE LETHAL WEAPONS, YOU ARE NOT GOING TO 


EACH YOUR POTENTIAL AS A DEFENSIVE PLAYER, 
ALL 6000 DEFENSIVE LINEMEN USE THEIR HANDS TO KEEP THE OFFENSIVE BLOCKERS 


AY FROM THEIR BODY. 


LETS BE THE BEST IN THE LEAGUE IN THIS VITAL FUNDAMENTAL, USE OF YOUR 


BANDS ARE NECESSARY WHETHER YOU ARE PLAYING A RUN OR RUSHING THE PASSER, 


Probably the most important single factor in good defensive football is 
use of hands and pursuit. They compliment each other. 


The term, use of hands", means the use of hands, forearms and shoulders 
O.keep an offensive man away from your legs and body long enough to 
fmit you to read, diagnose, react and get to the point of attack. 


Remember you may not be able to play off blocker with your hands, but you 
n:play yourself off blocker. 


Qu must- retain freedom of movement or pursuit, consequently your legs 
St remain free. 


$5 accomplish this you must develop the ability with the use of your hands, 
ao and shoulders to protect yourself from any blocker. There are 
many different names for these maneuvers and many different types of 
пао. Номемег, for the most part they fall in three categories. 

re: 


1. Hand or Forearm Shiver 
2. Forearm Lift 


3. Foot Fake and Hand Slap or Hand Swipe 


Arm over 


at, 


HAND OR FOREARM SHIVER - This maneuver encompasses the use of 

a,. THE НА One on opponents shoulder, the other on opponents head. Step 
sath Бава. with back foot, always keeping feet and legs well back of 
isto oppor hands forward in upward movement delivering blow with base 
st ὁ κα, arms extended, elbows locked - Ralse opponent, this will keep 


im away from your body. Read, diagnose, react, pursue ball carrier, or 
sim 


gat fo point of attack. 
Lo rm or Hand Shiver can be applied in most cases where the op- 
fue uid trying to use a side body or reverse body block. 


сере Center blocking the onside l-Man - Tackle M 
| blocking the O-Man - Tackie blocking the 1-Мап 
"using a reverse body block. 


S. FOREARM LIFT - This maneuver is used mostly on close in blocks, where 
һа blocker reaches you much quicker and with much more power. Also can 
ъв used when you attempt to run thru a blocker protecting for the passer - 
wo is "using an upright blocking stance - you use the forearm nearest the 
tlocker. ^ Alm arm between neck and shoulder, under chest and lift blocker, 
controlling his head from this position. Read, diagnose, react, and get 
fo the point of attack. This maneuver would apply in most situations where 
584 opponent; is using a shoulder block. Remember here too, you must keep 
fest алб legs back of you, free from any contact as you must be able to 
gurtue [n any direction. 


б. ТНЕ НАМО SLAP OR НАМО SWIPE - This maneuver is used by linemen who 
re quick and agile, both against runs and passes. 


Üsecute ‚а fast jab step in one direction as the blocker reacts to meet this 
take and comes in direction of fake, you use your hands to slap or swipe 
ala on the head and body compelling him to continue in direction of your 
M. At the same instance change feet direction and go behind him to the 
55 ack, ^ ` ` 


tf ΚΦ ocesn't go for. the fake, use your hands on him from the inslde and 


I tent [nue in direction of original fake. 


vs APM OVER - This maneuver is used by linemen in rushing the passer. 


7 Esecute 8 fast step to the. inside, as the blocker reacts to meet this fake 
ae the blocker by his outside shoulder with your outside hand bringing 
ο. ы Inside arm up and over getting your body by the blocker. Be sure to 

ic] the Inside arm all the way over to keep blocker behind you. 


© νο А 

e : E may strike an Opponent above the shoulders on your initial 
= Rus ОГ fo ward him off, according to the Official N.F.t. 
en 9S5. However, you may not at any time grasp an opponents 
a все mask, Penalty: 15 yards.’ 
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STUNTING 


stunting by Rushmen can be very effective, if used intelligently 
„апа with moderation, (Basically, stunting is exchanging respon- 
.sibiiity with someone else.) The most important factor in any 
stunt 15 to make sure you do not get cut off. If you do not re- 
place the man you are supposed to, the defense Is vulnerable to 
a large gain and perhaps a score. 


“By stunting, it is possible to upset the blocking patterns against 
the run or spring someone loose to harass or sack the quarterback. 

: Ву upsetting the running game, offensive blockers begin to hesitate 
before coming off the line, therefore, upsetting their timing and 

"charge, They start "thinking" and when this happens, the effective- 
ness Is diminished considerably, for "Every time you think, you hurt 

the team," 


We will attempt to upset their pass blocking as well as destroy 

their running attack, and in this way we can sack their quarterback. 
“Steady, constant pressure is the most important thing we can get, 
"but as the offense &djusts to our strengths, occasional stunts become 
.very effective, This is particularly true If a team is trying to 

‘fusts with splits in the line. By doing this, they are weakening 

о «τ area that we should take advantage of. It behooves each and 
every one Of you to recognize these compensations and know what to 
‚Чо to combat them. Don't stunt just to be stunting. Have a definite 
reason or objective. 


“The best example of defeating splits Is when the offensive tackle has 
„widened up because the defensive end is beating him outside, the end 
jumps inside and blows, with the defensive tackle then covering. 


Variations are many and change with various teams. We will study 
858 Individually and determine the most effective type stunts or 
Oper adjustments. 
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you must know the complete defensive structure so that you are 
tri conflict with the charge or responsibility of a teammate. 

вер In mind that in any Stunt, one man is put in a primary position 

to do as much damage as possible but the secondary man's effort is 
-responsible for turning him loose. However, recovery and second 

effort by the secondary man is Invaluable. Do not go blindly, out 

of control and sacrifice yourself at any time. If at any time "sacrifice 
seems necessary, do it with aforethought and a sembalance of reason. 

When you are right you are very, very right, but when you are wrong 


you are horrible. 


ΑΕΜΜῈΝ STUNTS 


"QU Men and "|! Men 


0 EDO | совер 


Rex Change Tex Change 
L. QO о 55 
ist Е Ist ist 


Ric and Lin 


isaac Ric 


Isaac Lin 


Skeezix Lin Change 


Мас and "i! Men 


Stub and ''0" Man 


Buck and ''Q' Man 


Skeezix Ric 


4 


O 


Ist 
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Skeezix Ric Change 


ONO 
A 


Sox Change 
5 


ОП 


5 


Ox Change 


ΕΗ 


TYPES OF BLOCKS 58. 


Everyone in the Offensive Line blocks MAN FOR MAN, 
straight ahead. 


ISOLATE one man and block him OUT AT THE HOLE, This is an 
inside-out block and is usually the offside Guard pulling 
onside. 


One Lineman LEADS IN FRONT OF ANOTHER and they block each 
others man. This occurs between a Guard and Tackle. 


One man BLOCKS BACK and the other man STEPS AROUND and comes 
STRAIGHT UP INTO THE HOLE, 


A block where A BACK BLOCKS THE ''O'' НАМ. This is usually 
the Fullback on the Defensive End. 


Designate the Onside BACK TO BLOCK THE 2nd MAN OUTSIDE OF 
LIN or RIC, This is usually the LINEBACKER, but could be 
LON or ROY. 


"A block by an OFFENSIVE BACK ON AN "|! ΜΑΝ to isolate the 
defensive lineman by initially trying to drive him out. 


One man FAKES A TRAP and takes his man INSIDE instead of 
KICKING HIM OUTSIDE, 


DOUBLE TEAM BLOCK by End and Tackle (EAT) or Tackle and 
Guard (TAG) on "0" Man or "ij" Man. We also refer to this as 
a POWER BLOCK and it is ALWAYS ONSIDE. 


This is a block by "ҮН or "X" on the 'O' MAN, Usually the 
onside Guard ог Tackle is pulling. 


=. The Offensive Man attempts to block the Defensive Man INSIDE 
OR OUTSIDE FROM A HEAD ON POSITION, This is a form of turn 
out or turn in blocking. 


-A HELP BLOCK by the NEAR BACK ол a Defensive Lineman or 
Linebacker by initially trying to drive him in. 


This is a REPLACEMENT BLOCK that is used on the Full Series 
where the Fullback '"BANG BLOCKS" the [1 Man, LIN OR RIC. 


ALL OFFENSIVE LINEMEN BLOCK SHOULDER TO SHOULDER to the 
Inside and drive the Rushmen backward. 


A block used to WALL OFF A DEFENSIVE AREA. Usually used by 
the Offside Tackle. 


The CENTER SLIDES to block LIN or RIC and attempts to CUT 
HiM DOWN, This is always an Onside block. 


A block designed for 'quick'! plays Outside and the ''2 or 
ИХ" Man POWDERS THE BU or possibly the ''0'' Man. 


This is a block by "Y" blocking down on the "Ὁ! man and 
Tackle pulling to Block Stub. 


This is a block by 'Y'" blocking down, Tackle releasing to 
the inside and onside Guard pulling to block at hole on Stub, 


DEFENSIVE END ок "U" TIAN 


TACKLE BLOCKS STRAIGHT INTO THE NO" Man AND TAKES 
HE WANTS TO 60, Όεεεατ THIS BY CONTROLLING THE 

OT TAKING A SIDE uNTIL YOU HAVE LOCATED THE BALL 
You MUST OELIYER A BLOW WITH THE FOREARM OR HANDS 
DEFEAT THES BLOCK. {т OEPENDS ON THE SITUATION’ 


оой 
A 


2, HOOK BLOCK 

(c τηε OFFENSIVE TACKLE TRIES TO KEEP τηε "0" МАМ FROM GETTING 
с OUTSIDE? ONLY USED WHEN "Q" Man 1S PLAYING TOO TIGHT OR 
το ο... UO" MAN SHOULD NOT BE CAUGHT, BUT IF HE I$, 
CSPIN: on FIGHT PRESSURE TO THE OUTSIDE AND PURSUE. 


ом 
EC 


de `. TURNOUT BLOCK 


VOTACKLE TRIES TO KEEP THE "Q" MAN FROM CLOSING TO THE INSEOES 
Tuis CAN COME FROM "M" BLOCKING ANO THE TACKLE TAKING INSIDE 
“AWAY. OR DIRECT CONTACT TO INSIOE- THis 1$ DONE BECAUSE BALL 

: ARRIER MAY CUT BACK INTO territory of "О" МАМ IF TURNED LOOSEe 
Tne Packers DO-A GOOD JOB on THIS. DO NOT RUN AROUND BLOCKS. 
Wank your way DOWN. THE LINE OF SCRIMMAGE, UNDER CONTROL. 

C.P. TACKLE МАУ, SET FOR PASS TO INFLUENCE тош, THEN TURN out. 
НЕН YOU. SEE THIS, GET 8ACK TO INSIOE = DON'T RUN AROUND. 
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AS 


шел FOR THE Cross BLOCK 15 THAT UNCOVERED MAN GOES FIRST. 
μι ο MAN οὐ 5065 FIRST on "|" Mane GUARO WILL DROP STEF 
КӨН KROUN MAN OUT. "б" Ман MUST NOT BE CAUGHT UP FIELD oR 
SR. Ὃν ° воск; CLOSE HARD. Set GUARD BACK INTO 5 OR 4 HOLE 
Tew AR HORT YARDAGE, WE MAY TIGHTEN THE DEFENSIVE LINE SO THE 
AU COME : GAPPEO ANO "О" MEN HEAD UP» {н THIS CASE, THE Gu ARD: 
| IRST WITH TACKLE OROP STEPPING το κιοκ "1" MEN IN. 


ej 


EN Ὧν 


1S PERFORMED WHEN A DEFENSIVE MAN 15 CLOSING TOO 


Tuis 8Lock 
AGGRESSIVELY то BLOCK ошт. IF TRAP OR CROSS BLOCK HAS BEEN 
ND BLOCKER FINO ноч МАМ TOO FAR OUTSIDE, GUARD WILL 


ALLED А 
к "О" MAN RATHER THAN KICK HIM OUT, ÍF THIS SITUATION 
Р [Т 15 USUALLY BECAUSE THE "OU MAN HAS REMAINEO ON 


ЕЕ. 0.5. AND HAS NOT GOTTEN OFF THE BALL» BE AGGRESSIVE. 
FIGHT: BACK TO THE OUTSIDE. 


| o8 


DOWN: BLOCK 

βιοςκ sy "Y" om "X" ON THE "0" Mane USUALLY THE ONSIDE GUARD 

OR TACKLE. 15 PULLINGe PLAY ts жїр, "О" MAN SHOULD REACT TO 
OUTSIDE: ano PURSUE. IF OFFENSIVE END 1S SPLIT AND ATTEMPTS TO 
Down. BLOCK, YOU CAN BEAT HIH ACROSS THE LINE AND INTO THE PLAY, 
F YOU ARE GETTING OFF THE BALL ANO MOVING. LISTEN FOR THE 


‚сд FROM STUB on "Y" SPLITe 


OON 
EA 


А SHOULDER: BLOCK BY THE STRONG BACK, OFFENSIVE TACKLE BLOCKS 
GOWN AND. SEALS SETTING UP "O" Man FOR NEAR BLOCKe GUARD IS 
USUALLY PULLING AS PLAY 15 DESIGNED TO GO М!0Е. "О" MAN SHOULD 
£T.ACROSS L.O.S. ano WORK LATERALLY, USING YOUR HANDS TO 


STRING OUT THE PLAY. 


ооой 


TRAP BLOCK 
ote PERFORMED BY THE " Orr" GUARDe Couto BE THE CENTER ON 
` MEET ТААР Like S.F. H9ERSe PLAY IS DESIGNED TO GO INSIDE. 
ino RAPPER WITH INSIDE SHOULDER. Do мот WAIT ON 052 
GET Locceo. DO МОТ СЕТ του FAR UPETELD SO you GET KICKED 
°. 1 
{ ΗΝ 


OOR 


61 


POWER 


N 15 AT Р.О.А, AND MUST BE KEMOVED ву THE OFFENSIVE TEAM. 
"YOUR GROUND. |F YOU ARE BEING ORIVEN BACK; DROP TO THE 
QUND. "rav ro SPIN OUT or A Douste Team. PLAY ONE OR THE 
OTHER "USUALLY PLAY THE LEAD BLOCKER, BUT DON'T TRY TO DEFEAT 
men. ΙΕ "О" Man 15 NOT DRIVEN BACK, THE SIZE OF THE HOLE 


С ἐὰν BE CONTROLLED BY THE L.B. 


5 


ος QP ом 


PONDER BLOCK 
“Spesteneo FOR PLAYS LIKE Toss on PITCH SERIES, WHEN BALL 15 
JG Tesst£D OUTS!OE5 LOOK FOR A BLOCK FROM THE OUTSIDE. THis BLOCK 
EIS SIMILIAR το A PEEL BLOCK SEGAUSE IT CAN TAKE PLACE AT ONCE 
QR DEVELOP LATE, DEPENDING ON THE TIMING OF THE PLAY. BLOCK САМ 
LT gome FROM STRONG OR WEAK SIDE. IT 15 USUALLY ON THE BU, BUT 


2 ВАН BE ON THE "0" MANo 


τε PASS BLOCK. — 
Orrensive TACKLE SETS FOR ausu oF "О" Mane THE MORE TIME THE 


mu HAS, THE BETTER НЕ CAN ADJUST. ВЕ ON HIM ANO 
ING, $e TACKLE KEEPS пон MAN OUTSIDE FOR AT LEAST © YAROS, 


OW MAN saouto DRIVE INTO POCKET LATERALLY TO QUARTERBACK. 


х Б om 


жа vl 
Uh. DRAW BLOCK 


| пек SETS FOR PASS ANO INVITES THE "O" MAN OUTSIOE:. TACKLE 
"0" ο коа MAC, GuARO WILL THEN KICK "Q" MAN QUT. WHEN 
: PLAY AN RECOGNIZES DRAW, SPIN BACK TO INSIOE ANO GET INTO 

He eee аа n DRAW, DRAW, DRAW" as SOON AS YOU ARE SURE! 


(oo я 


rr sss 


DEFENSIVE TACKLE or "[" MAN 62 


——In E n — d 


cow n: MAN MUST ADHERE TO THE SAME GENERAL PRINCIPLES AS THE "O" MAN 

Tnt РРЕЛЕНСЕ IN THE TWO POSITIONS IS THAT THERE 15 MORE TRAFFIC ON 
P 'qNSIDE, REACTION TO EITHER SIDE 15 IMPORTANT AND THE PASS RUSH 

TE ORE STRENGTH THAN SLASHING, THE "I" MANS GREATEST ASSET IS HIS 

L SICKNESS, HE MUST HAVE SIZE, STRENGTH AGILITY AND ALERTNESS, BUT 

MTY! IMPORTANT HE MUST BE QUICK. 


POSITION AND STANCE -THREE OR FOUR POINT STANCE, DEPENDING 


Ae 

E. UPON PHYSICAL CHARACTERISTICS, HEAD ON GUARD, CROWD THE 
L.O.S. HAVE ENOUGH WEIGHT FORWARD TO MEET THE "М" Brock 
$0 AS NOT TO BE DRIVEN BACK OR RAISED UP BY THE GUARD. 

gece "КЕҮ" for THE "I" MAN 1$ А TRIANGLE FORMED BY THE CENTER, 


GUARD AND TACKLE. "|" MAN MUST ALWAYS KNOW IF BACK 1$ 
ON HIS SIOE. А 


QUO 
AN 


THIS 15 SIMILAR TO THE "0" MAN BECAUSE OF THE PERSONNEL 

£v INVOLVED ( letas T - G - C ), AND TYPES OF PLAYS RUN АТ 
"I" Men, LT IS IMPORTANT, AT TIMES VERSUS SPECIFIC CLUBS, 
TO REMAIN OFF THE BALL iN ORDER TO REACT TO ALL POSSIBLE 
COMBINATIONS. 


BLOCKING AT Р.О.А. ~ THE FOLLOWING BLOCKS ARE THOSE 
WHICH THE "|" MAN MUST BE ABLE TO SEE АМО DEFEAT, BE 
STRONG, se ALERT ano KNOW WHERE YOUR HELP COMES FROM. 
NEVER GET BEATEN SO BADLY THAT YOU CUT OFF OR PREVENT 
OTHERS FROM GETTING INTO THE PLAY» 


AT. “MOMENTUM WETH FOREARM BY CONTROLLING THE BLOCKER AND 
LOCATING THE BALL. USED ON oe M HUNCH, 37 M BOB, ЕТС. 


сом 
A 


** CENTER CUTOFF BLOCK 
Usto ON PLAYS DESIGNED TO GO WIDE, SUCH AS 29 BIM. "1" Man 
MUST δε AGILE ano SHED BLOCKER. DO NOT вет TANGLED UP, CENTER 


WILL NORMALLY BE TRYING FOR LEGS. 


© О 


o2 


ТРЕ BLOCK 


ОЛ REPLACEMENT BLOCK BY BACK FOR PULLING LINEMAN, WILL BE USED 
ON PLAYS GOING WIDE, ALSO 29 FM GRACE, 27 RAM TRAP. 


O Gy O O 
“s 


BASICALLY A CUTOFF BY THE OFFENSIVE GUARD. OFFERS FROM АМ 
"M" BLOCK IN THAT THE GUARD WILL TAKE A SIDE» 


Oo 
A 
5. SWITCH BLOCK 


DESIGNED FOR 0-1 HOLE PLAY, USED ON 21 & 40 RAM TRAP. 
CLOSE HARD ano BE AWARE оғ BACK VEERING THRU 4 & 5 HOLE. 


O 5 
ANN A 


TRAP BLOCK 


OtSicNED FoR 0-1 & 2-5 Hotes wHen MAC IS PLAYING DEEP ENOUGH 
FOR Orrensive TACKLE TO Вьоск, Atso 000 TRAP wHen МАС 1$ 
5ος CROSS BLOCK 


SHALLOW. = | 
а 


-- МАТ ВЕ used wiTH CENTER Douste TEAM. REACT TO GUARDS MOVEMENT 
TRYING TO HIT THE 4-5 HOLE. GUARDO MAY GO FIRST, BUT GENERAL 
RULE IS UNCOVERED MAN ( TACKLE) GOES FIRST. 


26: 


X 


К 
ANC 


озу gyckER_INELUENCE BLOCKING 
5. UsuALLY USED WITH A NEAR END το THE WEAK SIDE» 
^ дш 


he SUCKER BLOCK 


INFLUENCE MAY COME FROM THE CENTER, BUT THIS IS PURE 
ром OF INFLUENCE} 


| | А Q, Q 


s. SWIPE BLOCK 


HaLFBACK HELPS ом "I" MAN AFTER HE IS INFLUENCED. Useo 
το 6000 ADVANTAGE ONLY WHERE L.B.S NOT KEYING BACKS. 


ELA 


1 Ce TACKLE INFLUENCE 


—— 


0-1 HoLE AND COUNTS ON TACKLES REACTION TO OPEN НОЕ» 


δῷ geo 
50 BOP 


DOWN BLOCK ` 


Orrensive TACKLE BLOCKING FOR ENO RUN OR OFF TACKLE PLAYe 
d" ΜΑΝ must FIGHT PRESSURE ano МОТ BE COLLAPSED. 


+ 
VA 


EAT or TAG BLOCK 


7. DOUBLE TEAM 


Ὃ Sa GUARD & TACKLE WORKING TOGETHER TO CLEAR AREA, HOLD 
wo BE STRONG, rav ro SPIN OUT LATERALLY ir cauGHT. IF 
de G PUSHEO BaCKkwARO, DROP TO GROUND, 


ed 
k: 


M 
(Ue OFFENSIVE GuaRO WILL SET IN FORMAL CUP PROTECTION, 


oO’ 


pLAY PASS BLOCKING 


"OrreusivE GUARD WILL USUALLY"FIRE-OUT" AGGRESSIVELY. | PLAYERS 
MUST LEARN TO "READ" BLOCKS INSTANTLY. 
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од, WAGGLE ACTION 
ре BACKS GO ONE WAY AND THE QB IN THE OPPOSITE DIRECTIONG 


z oto o £ O O 


8» ROLLOUT ACTION 


. THe BACKS AND QB iN THE SAME  OIRECTION, STRONG OR WEAKSID 


c. SPRINT ACTION 
BACKS AND THE QB IN THE SAME DIRECTION, BUT THERE 15 NO 


au ву THE ОВ, НЕ ЕАО STEPS iN THE DIRECTION OF THE 
РАХ» Ὁ 


е. 
— Жой ο OO ROO 
oe PLAY PASS ACTION 


QB USUALLY GOES STRAIGHT BACK AFTER FAKE. 


ew 


εξ < 
ypes OF Draw BLOCKING ARE USED» THEY ARE: Ae TRAP 
[en $, LEAD, AND о; PLAY ACTION. у 


x 
1 


is _ TRAP. BLOCKING 


P | wM" BLOCKING 
= LEAD BLOCKING 
; dé P 
— ехе) 


° et 


: PLAY ACTION BLOCKIN 


Ὁ 


Or OO PU 


la] 


~ 
~ 
~ 
< 


iyt down blocking on "OU! Man and Tackle pulling to block 


by being quick off ball, can beat block across 
Man must now fight through 


mie Ís a block by 
debe if Y" is split "0" Man, 
iy" 1$ tight this is usually a tip and "0" 


tiss. If 
ағ spia out of block. Listen to Stub for calls. 


tangle: 39 FLIP В GRACE. 


Ë 


m 
(a QoDoo 
UN 
LIA NA H 
Ms M a block by Y on 'Q' Man and Tackle blocking down on the "IM Man or MAC. 


195. Do not be fooled by Tackles inside release. 
#king you to the play. 


Ру 
те 1g e 
27 FULL GRACE, 


AMPLE: 


m iqu: take Stub either way, "0" Man, by being quick off ball, can wreck this 
Your key is the Guard 


THESE ARE IHE MOST FREQUENTLY USED RUNNING PLAYS [od 
VS. THE REDSKINS 46 DEFENSE AND THE WAY THEY ARE BLOCKED. : | 


29 FULL HO x 


“+ power BOB L 


-END AND SUCKER COUNTERS 


шаш! = TILLIE (Weak) 
τος заа ENA 
A АГ] a IX TS меле 


As "Басе 
-. KEY сам 
j : b. umm mas mwas Use oniy with Key. WEAK 
' ο... 
sauty (Strong) Stron WILLIE (Weak 
поо © ое. © 
š TE 2 BACK 
. on A [] 
TITE INSIDE. ON ДЕУ ка 
E : STRONG Sioe 
S000 e С 
| Е А Fro 
ВАЛ A AU пл д AKAD 


NEBACKERS AND DEEP BACKS 


RIDES Z С 


PASS DEFENSE 


CHECK POINTS 
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THE WASHINGTON REDSKINS 


CHECK POINTS 


quickness we 
and every reflex needed 
ч to speed |n the sense of 
fast for 100 yards in 8 straight line h such men might also 
Therefore when we refer to your quickness as 3 defender we mean 

move your body, or parts of it, from one olace to another more 

"than the next man in à restricted area of the football field. You have 

en told how you can improve your Guickness. |t is up to ou to work on it. 


when we refer to 


"race horse 


oper stance will help you to be physcially and mentally elert. 


te become careless in taking your stance. work for "Cat-like' reflexes. 


"Position of Body and Arms. 


“a. Knees bent. 
b, Hips are lowered. 
weight on forward foot and balls of feet. 
d. Shoulders férward. 
Hands hanging loosely. 


Eyes focused through receiver and on the 0.8. 


, Alert, but relaxed. 


ractice running with knees inward and looking over the inside shoulder. 

s is similar to an outfielder when going after а long drive. Develop 

bility to sprint when running this way. Lou & Rose should work on 

after practice. lt is footwork in covering a Goal and is a necessity 

playing the packers. 

ΦΥ defensive back on our team can improve his recovery and reactions 
being LOWER. Exaggerate your lowness. 


as the result of your 


wold-crossing feet, stumbling, taking extra steps, 
result of poor footwork. 


ootwork. . when a back falls or stumbles it is the 


hen back pedaling, lean forward, so that your shoulders are over your feet. 
о not lean backward, because you cannot stop or turn quickly. 


factica your shuffle and glide steps from side to side. DON'T GET TURNED 


190 soon. 


Ob 
Bon tyget turned on the first fake and don 


't go for the first fake. 


st be practiced. You 
low is to take one extra 


nit misjudge deep passes. This is an art and mu 
Watch the ball all the 


Don 
"don't get enough of this work. A good rule to fol 
ste before you commit yourself to go for the ball. 


way and only play the ball, 


when covering an OUT use the proper footwork. We have drilled to stay tight 
with che receiver. This applies to Lou-Rose and Sam. Don't lose ground 


“because of improper footwork. 


ry day 5ο that you can Improve. Learn some- 


e running backwards eve 
better pass defender. 


9 * practic 
? thing every day to make you а 
This is the WORST mistake you can make. 


Never let anyone get behind you. 
Never. 

tf the ball is on the 

d near the sideline, 


n view the entire 


antage of the side lines. 
ering a receiver who is statione 
foot back. In this way you са 


Lou $ Rose must take adv 
hashmark and you are соу 


face inward with your inside 
offense and still see your man. 


Bo vec 
PROACH 5 POSITION 
when Lou and Rose are playing a HITCH, 
the inside fake, and have him turn outside of y 
- Homer Jones likes this maneuver. 


force the P.O. inside. Don't go for 
ou where there is no help. 


DUE. inu 
2. When playing ап OUT make sure you go through the receiver from outside in. 
arterback cannot complete the short 


man DOGS so the qu 
nd then retreating. 


guilty of lining up too deep 8 


e of pass thrown. Main- 
e able to increase 


Hove. up close on 7 & 8 
“passes. We have been 


You have been told the proper osition for each t 
tain this proper position on the receiver and you wiil b 
your; effectiveness. 


maintain on the receiver must always allow you tO 


Remember the position you 


intain vision on the passer- 


ii Hever let the receiver get clos 


N AND OUT, OUT AND IN, CURL, STOP, HITCH, and you have 


side, remember you can reach across farther by using 
orce to knock the ball downward. 


er than three yards. 


hen, playing en QUT, | 
pproached from the in 
our: inside arm, In addition you have more f 
i Lou;and Rose force the runner inside on wide plays and make him cut back 


"Where you have help. 


merely drop back another step, but do not decrease 


When a receiver fakes, 
Try to keep an outside angle on receiver 


our speed or get turned. 


You can get too close 85 well as you can get too far. 


25; 


и. Тһе distance you play from your man varies with his ability апа your ability, 
plus down and yardage. Usually receivers that do not have great speed and 


depend upon faking to get open are bothered by being played close. 


12. Bounce a receiver occasionally to make him aware of what is coming next. 
When you decide to cut him down make sure you don't miss. 


τα {Е a receiver is coming at you full steam you must give ground rapidly. 
š Don't let him catch you waiting for a move. Learn to judge his approaching 
: „ speed. 


“yes Get in the habit of covering your receiver closely and staying tight on him. 
x Hound him all over the field. You will find that it is actually easier to 

cover this way once you get the practice. IF YOU PRACTICE PLAYING HIM LOOSE 
-YOU WILL PLAY THAT WAY IN THE GAME. 


Once you start up to stop a play -- you must be aggressive and not hesitant. 


- When going after the ball and you have the receiver covered, but are directly 
behind him, try to keep one arm on each side of the receiver as you go 
through.his shoulders to the ball. Since almost anything is allowed if you 
play the ball, the defender should go through the receivers shoulders and go 
for the ball rather than the arms, or try to tackle. 


-17.°. When covering "Z" or ИХ" on a Fast Goal or Goal you must narrow your angle. 
ie You may have him covered, but will be two yards away with the same alignment 


unless you get in his path and narrow your angle. You then force the 


"receiver to shorten his course and as a result present the quarterback with 


a different picture. Аз a result you are in a better position to cover. 
This applies primarily to Lou & Rose. 


TACT POSITION 
The tact position is the correct position a defender should have on a receiver. 


our relationship to the receiver should be a 2-3 position. Two yards outside 
lateral). and three yards vertical depth when covering. 


“ays remember, the position you have on a receiver is everything on pass defense. 
5 certain situations depending upon down and distance, the tact position will be 
72.77 One® yard outside (Lateral) and two yards in vertical depth. 

“THE MOST DIFFICULT POSITION TO MAINTAIN IS THE VERTICAL POSITION, 
Hore defenders are beaten because of this than any other factor. 


ear position on the Receiver while you are covering, and the ball is in the air, 
18 known as the Flight Position. 


Ste Illustration page 
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POSITION 1S THE KEY FOR BOTH COVERAGE ANÓ INTERCEPTION 


i - 2 TACT POSITION 


^ pu 
O < SO 
΄ τε 
^ ` 
- Ne 


JO сете кете Е 


This 1-2 Position Depends Upon: 3 
a) Abilities of both players S LN 
Down and Distance A 

ROSE 


αὶ Area on the Field. 
d) This is the basic Tact Position. 


2 - 3 TACT POSITION — 
7 ES 
΄ є 
΄ м 
^ ` 
O O 
΄ ` 
4 
р ἂς 
΄ 4 x 
a 
«οποιο s 
P ` 
Z x 
This position Allows You ` 2 vd 
to Look THROUGH Receiver N Ἔ ο 
into Quarterback, ` ! 
IN ! 3 yds 
` ! 


(Cannot see both 
= Receiver & QB 


YOUR VERTICAL POSITION IS THE HOST IMPORTANT WHETHER IN ZONE, OR 
‚ВАМ FOR MAN, AND INVOLVES ALLOWING A RECEIVER TO GET BEHIND YOU. 
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VING THE BALL 


Always play the ball at its highest point. 


when the ball is in the alr, play the ball, not the receiver, and play it 
aggressively. 


Aggressiveness is one of the hardest things to teach on pass defense. It 
starts in practice against your own teammates and with helmets. 


Go up with two hands to break up a pass - two hands are better than one. 


^ Never play a hook until the ball is thrown and then belt him hard. 


Knock the ball down toward the ground, not up in the air. 


When the quarterback attempts to over-throw a receiver stay after the ball, 
you may be able to get an interception. Don't quit. 


Remember, you heve equal rights for the ball once it is in the air, so play 
rough, but always play the ball not the man. 


Here is something that can really help you. Practice developing a ''burst 

of speed'' to the ball once it is in the air. Five or six strides with quick 
recovery at near top speed is a tremendous adventage. 

There will be times when you cannot get two hands on the ball and will be 
forced to use one hand, When you use one hand there is a tendency to tip 

: the ball. Make sure you knock it down toward the ground. 

| Converge on the ball once it's in the air. 


“Gamble a little, but know when to gamble. (Cannot do it consistently) 


Look through the receiver into the passer. 


“Bes rough and aggressive many of these receivers are inclined to be timid. 
Hake them respect you. 


Be ready - to intercept a pass if 15:5 deflected ---- don't quit. 


“aYell ball, ball, ball, when a teammate is covering on long passes and has 
his back turned. Don't yell too soon because your teammate will turn to 
.look and this will slow him down. 


- Try to improve your peripheral vision in practice. All good defenders have 
this. 


There are times when you may have your man covered but, due to the type of 

` pass thrown, it will be completed. A technique that is very effective, is 

to slap at the ball, before the receiver can put it away. in most instances, 
he will drop the ball. You are still in position to make the tackle if he 
holds the ball. Perfect this technique when covering your own receivers 

ulck hands are a great asset. 
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INTERCEPTION 
i 


-Watch the interception into your hands and then put it away. 


7. Yell FIRE on an interception, 


x С practice making interceptions above head level. If you take it lower and 
.wait.the receiver will usually get it, Washington of 49ers , Pearson of 
Cowboys, and J.0. Hill of Lions are excellent at this. 


E When making an Interception in s crowd be sure to twist at the same time 
“Your opponent is attempting to get it away from you. You will get the 
Do ball every time. 


I $; |f we have two defenders covering one receiver, the one who is in position 
to intercept should yell ‘my my'' meaning my ball. The other defender is 
right there and does not let up, but is ready for a deflected ball, block, 
or to help in any way. By doing this we will not be knocking each other 
off, and also increasing our interception chances. 


6." “Watch the nose of the ball on iong passes to improve your judgment as to 
uso timing for an interception or to break up a pass. 


Je o> After an interception most tackles are made by the intended receiver. 
“ce. The nearest back should block back оп the intended receiver. 


“When you get an interception, go for the nearest sideline. Your yardage 
- return will be greater by heading for sidelines. 


27 Be asi deep as the deepest and as wide as the widest man in your zone. 


Always keep your receiver far enough in front so you can see through to 
the passer. 


Never break until the ball is thrown. 


¿Zone coverage, carry а receiver approximately 5 yards and do so 
aütlously. Watch for a crossing man into your zone. 


ЗЕЕ Емо men coma into one defensive man's zone, the defender is responsible 
*for the deeper man of the two. 


zs M you see two men coming into your zone yell “Help, Help, Help." 
de Don't worry about short passes being completed in front of you. They may 
bring first downs, but the long ones will bring the touchdowns. 
Boe 


Stop the "HOME ВИН" pass. There is no reason for this type of pass being 
Completed against a zone. 


NE (continued) 


pe. 

‘Look through the receiver into the passer on any zone defense. There is 
по need to switch in а zone. - 

‘all deep backs and linebackers in a zone should see the ball leave the 
passer's hand. You should not be turned before a minimum of 15 yards. 


ils TALK . TALK - TALK. This will improve your coverage and allow for the 
я necessary cohesion among the deep backs. REPEAT EVERYTHING THREE TIMES 


“and loudly so that it can be hears. 


ЗОНЕ ADVANTAGES 


1: Stops the "HOME RUN" pass. 
: A. Cardinal Rule of zone is to never let a receiver get behind the 


ἄρ A defender, this helps stop the long TD pass. 
> Be Drop-back action of zone defenders makes ít less possible than 


in other types of coverage. 
221 The zone defense is simple to learn because the defender has: 
А. An area to cover rather than an individual 


B. Plays ball from the time it leaves the passer's hand. 
°С. Not distracted by receivers action as much because of this. 


The defender in the zone has a clear picture up front which allows him to: 


УА. Diagnose rünning plays from pass plays. 

„В. Diagnose pass plays from running plays. 

;The zone pass defense has good depth which helps keep secondary from 
committing themselves forward. 


+ 


less speed is reguired by defenders in the zone because they are covering 


an area rather than an individual and play him loose. 
- BONE DIS-ADVANTAGES 


hott zones are usually open for passer to complete all types of short 
passes, 


de An-area is left between the linebackers and secondary when the deep-backs 
i Start retreating immediately because the linebackers cannot drop back 
2 fast enough. 


Delayed passes are effective against a zone. 


Hook passes and flood passes are effective against a zone. 
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ІНЕ DIS-ADVANTAGES (continued) 
ЕТ E С 


og, ή, Wagale passes and running passes are effective against the zone. 


6. All types of screeners and draws are effective against the zone defense. 

7. “Unless experienced, the deep-backs have problems trying to cover width of 
eA the field. 

KAN FOR МАН 

re . When using man for man coverage it is more difficult to get interceptions. 


However, you must use point vision on the receiver and peripheral vision 
on the quarterback. 


2v ^A bad habit when using man for man coverage is to focus so much attention 
. on the receiver that you are never in position for an interception or you 
; never see the ball in flight until it is too late. 


3. ^ When we are using man for man coverage, it is better to play too loose 
than too tight because it 15 easier for the quarterback to throw the 
"home run! pass. 


LM Man for man coverage is ''по stronger than its weakest link" (deep back) 
therefore, we must devote more time to perfect Our coverage. Stay after 
a practice and work on your weakness. 

Е 


Z5. “te ds essential that you talk ...when using man for man coverage. You need 
М: all the help you can get and it is absolutely necessary to work as a four 
< пап unit. You are like out-fielders in baseball. You must develop team 
work. 


“There are patterns that we will have difficulty covering unless we "switch', 
Always make your preliminary calls. 


UR Since it 15 easier to fool the defender you must develop your footwork to 
“¿U perfection and always be on balance. If you can cover in our ''one on one 
‚ drilis' you can certainly cover him in the game. Don't be concerned abcut 
"pass completions in this type of drill, but work for position on the 

receiver. 


Remember during a game you never have time to really think out an offensive 
_<S pattern. Instant reaction is demanded. This will only occur from constant 
"drilling and 15 a must with individual coverage. 


3. if you find that a receiver 1$ continually getting too close and is upon 
ae you before you can react, most likely, you are watching back field action. 
Never be fooled by pley action passes. Remember with man for man coverage 
you must use polnt vislon cn the receiver and peripheral vision on the ball. 
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КВ PFUL HINTS FOR ALL DEFENSIVE BACKS 


|f you are having trouble covering a receiver, here is something that may 


help you. Concentrate solely on the receiver and nothing else, until he 
: breaks. CONCENTRATE ON HIS BELT BUCKLE, not his feet or head. 


‘Many times a defender is beaten and faked because he is attempting to cover 


“too much with his eyes, for example, the quarterback, offensive lineman 
and the receiver. 


After the recelver breaks and only after you get in stride with him, should 
you look back for the ball. Your teammate will help you by yelling balli 


Try this in practice at training camp, and see how it affects your coverage, 
This applies primarily for Lou and Rose. 


Ae practice running backwards by increasing the distance from 10 yards to 20 = 
“5! 30 and even 40 yards. We will have races going backwards without turning. 


fe: Practice funning backwards every day. You cannot get too much of this, 


* There will be periods when we omit this because of other items, but in order 
for you to Improve your footwork and coverage, you must run backwards every 
single day. 


δι. You wlll be amazed how fast you can run backwards and still cut if you 
practice every day. 
J; бе on one (1 on 1) is still the best single coverage drill in football. 
woe Regardless of the type of pass defense, and even in a zone, it still involves 
“man for man coverage. If you do not get enough 1 оп 1, stay after practice, 
You must remain sharp, and need this every day, especially early in the 
“week, Do this versus a recelver. 


The. greatest area of improvement that our linebackers can make is to never 


türn'your back on the quarterback when covering. You will get many more 
Interceptions if you develop this practice. 


The faster you can get back the more time you will have to recover and play 


the ball. Always look through the quarterback as you retreat in 7 coverage. 
If-you do this you will get Interceptions. 


Gang tackling is the most demoralizing maneuver in football and is a must 
Tor all good defensive teams . The linebackers are the leaders in gang 
tackling. 


Every pass that а receiver catches make him bleed, Don't forget you can 
."Punish the other team much worse on defense. Make him cautious the next 
atime he catches a pass. 


og Sprint back to cover your area and break at the proper angle. You must be 
Under control at 10 yards sc you can react without taking extra steps. Don't 


lose ground by breaking at the wrong angle. 


LINEBACKERS (conti nued) 
— 


š Qur deep backs will communicate with you on two calis "in, in, in," "out, 
out, out," You must also do your share οἵ talking to help them. 


There is à tendency for the linebackers to get caught in the backwash on 
= 4B. This is due to not getting enough depth. In addition, you sometimes 
are not getting enough depth when stunting. 


when you lose sight of the ball, stay at home. The Packers have taken 
advantage of this. 


= When tackling in the secondary, be sure. Sureness Is better than how hard 
€. you hit them. 


i. ward off blockers with your hands. Try to hit and sift through blockers. 


3° when defending the open-field, play blockers as long as possible. 


UB, ТЕ the weakside tackle is downfield the possibility of a pass is eliminated. 
* Sam, especially must develop peripheral vision of this type to immediately 
recognize а run or pass. Do It while working against our offense. 


Never, never take for granted a man is tackled. 


6." On hitchs, hooks, curls and all short passes, hit the receivers hard. Jar 
=. him loose from the ball, Make him "hear footsteps’. 


Ë ifa receiver catches a pass in front of you, tackle him hard enough so 
that the next time he comes out he will be cautious, Tackle him just 
below the numbers If ha 15 coming head on, or on the small of the back If 


he 15 reversed. Drive upward hard, ро not go to your knees. 


ТЄ your receiver doesn't get up right away after you tackle him you will 
increase your effactiveness in covering him the next time. Slow him down 


= Бу ]olting tackles. 


SOLDEN RULES OF TACKLING 
x You must have and develop a desire to tackle the man with the ball. 
‚ Don't reach for the ball carrier. (hit through him) 


` Head up. (You have to SEE the runner to tackle him) 
Pekan E 


| fee Follow through. (Don't stop until the whistle sounds.) 


τ. 5ο Lock hands or arms! (Then you KNOW you have him.) 


. Keep eyes орап. (Blind men can't tackle.) 
LP OSS орап 


81. 
d GOLDEN RULES OF TACKLING (continued) 
e. Study your Opponent. 


| ‘Try to be one jump ahead of your opponent. You must always know the 
following: 


8. Down 
b. Distance 
с. Score 
d. Time 


^^ ALERTS 


1. Yell "powder! on crack back blocks on the weak side and on the strong 
“side. This applies to Lou and Rose. 


Remember "plaster" when the quarterback is scrambling. 


“as soon as anyone on defense sees that a pass play 15 on he should yell 
"pass, pass, pass". 


As soon as anyone on defense recognizes that a screen pass is on he should 
yell "screen, screen, screen’. 


ἃ On the hitch, stop, and curl maneuvers with a back trailing the receiver, 
the pass defender should try to tle-up the arms of the receiver as he may 
lateral. If unable to do this you should belt him hard in the middle and 
fumble could result. He is stepping backward as he makes the catch and 

1. you hit him hard enough a fumble will occur if he attempts to lateral. 


On stops, hitchs, etc. be alert for "tipped balls", when the receiver has 
"been tackled quickly. This is especially true If the ball has been thrown 
— above head level. 


Yell ‘ball, ball, ball", when your teammate is going after a long pass and 


; hls back is turned. This alerts him that the man he is covering is the 
"Intended receiver and that the ball is In flight. 


г: Ве: cautious in running up to a pile up, because the runner might push off 
or:spin out. Walter Patyton of the Bears is good at this. 


|t Play everything as a pass until you are positive It is a run, Then yell 


z atrun, run, run."' 


.510. Шош and Rose yell over, over, over, on post and pow 


N, Sam yells cross, cross, cross on Y. 


“12. Direct your linebackers by yelling "In, in, in," or "out, out, out," when 
covering curis and hooks. You must communicate with them to improve your 
Coverage. 


¿When Lou or Rose is on the weak side, never allow a receiver to sneak 


behind you. Deepen your angle. 
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LERTS (continued) 
14... Always be alert for fumbles, and never take anything for granted. 
σπα watch for tip-offs. Every receiver and back has them. 
—— ξ--- 


: 16. .The preliminary call for a switch is far and near. The call on the strong 
EE .side is switch, switch, switch, and this must be answered by Sam before the 
“switch 15 on. The call on the weak side 15 "take, take, take," and again 


must be repeated by Jill. 

17. + if your man attempts to use a stop and go maneuver, come up and hit him 
Jhard. Since the ball is not in the air this is legal. You eliminate the 
.."pass maneuver completely this way. 


ÜfTAKE PRIDE IN DEFENSE ABILITY 


© Every deep back must take pride in his coverage and other defensive skills. 


‚биг major defensive strength ties im Not making defensive mistakes. 


*A good defense will keep any game respectable. There is always hope for 
Lvictory when there is confidence in the defense, even when behind by a 


close score. 


Remember the Defense can score 5 ways, and the Offense only 3 ways. 


DEFENSE CAN SCORE OFFENSE CAN SCORE 
і. Blocked Punt t. Pass 

2. Fumble 2; Run 

3s. Pass interception 3. Field Goal 
h, Safety 

5. Punt Return 


Jin should be the "spark plug’! of our pass defense. He should be the 
"leader in encouraging others to talk, He should call out the down and 
distance so the other deep backs can hear him. "Second and Twelve", etc. 


hen Jill is free he should see the ball leave the passer's hand. This will 
, enable him to get more interceptions and increase the distance he can cover. 


i3. ο When Jill is free, he should increase his depth, so that he can extend his 
‚ Coverage. 


"ОНР should study the actions of the passer to know quickly where he will 
г. throw, Watch the eyes of the passer. 


. Remember, confidence is essential for good pass defense. when the ball is 
in the air it belongs to the defense. Help give your teammates confidence 
by being positive. 


NENNEN S. 
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jut (cont inued) 
6. Your approach and responsibility on wide plays to the 'W" side is very 

Е Important, Your approach must be made to the outside of the "OU man on 
: your: side. The side back will always turn the runner inside to you because 
his approach is outside. Therefore, you must always keep an inside angle 
acon the runner so that he cannot cutback Inside of you. Do not cver run the 


lay. We have been guilty of this in the past. McCutcheon of Rams ἐς a great 
. Cu ack artist. 


You must take extra practice on playing the ball so that you will increase 
your interception distance. |+ you find that you are just missing an 
Interception or arriving a step late you must improve your interception 
‘distance. Ask one of the quarterbacks to throw you a few long passes after 
X dcs each day. Five minutes a day will pay dividends, 


ge “When. you are free you will find it advantageous to play the pattern at 
times. This comes with experience. You can then leave an instant before 
the ball is thrown and go to the intended receiver. This increases your 
“chances for an interception. 


_On three deep defenses Jill should support on wide plays, he is in 
‘excellent position to. In the past he has been delaying and is picked off 
by Pow. 


¿Your approach and responsibility on runs to the strong side is most important. 
Always make your approach slightly to the outside of the РІ when he blocks, 
You must play everything as a pass first. However, when you recognize a 

‘run you should "fly up!' but be under control to make the tackle, The side 
back will turn the play inside to you, therefore, you must approach from 

an inside angle on the ball carrier. Do not come up too wide and over run 

the play. Del Williams of 49ers is especially effective on this to your 

ide. Не does not have the necessary speed to sweep wide, but relies on 
setting up a cutback. 


Sam will key the HB looking through the offensive tackle and guard. This 
"t enable him to quickly diagnose the run from the pass and whether to 
exp: ce help from Jill, as he also is keying the same back. 


Sam. „тау find the receiver is continually getting too close and is almost 
past. before he reacts. When this happens, most likely you are watching 


the backfield action. Never be fooled by play action passes. You must 
> develop a "happy medium" between check points #2 and #3. 


9. You, must develop the habit of talking to your linebackers. They can help 
> хо much on curls, hooks, etc. if you will let them know where the receiver 
Is. Check yourself on this. 


“When the Pj blocks and no back releases, you are free to read the quarterback 


сш Play the ball, Ве sure you have communicated "with Stub before you do 
this, 


“GAM (Continued) 


Perfect your footwork for the "Steel" pass, the "Cross" pass, the 
S Lookie inside of Stub and the Lookie Outside of Stub, These 


are the ones you will face most frequently, 


You are usually covering the blggest and strongest receiver, 
People like Jim Mitchell and Jackie Smith cannot be wrestled to the 

ground effectively, because they will usually carry you. We 

experienced this in the past. You must hit them low to bring 

; them down, 


` REMINDERS 


1, 


“When our offensé 15 running plays versus opponents defenses make 

sure you get something out of practice, Take your stance and play 

every run and pass, [t is almost impossible to get too much work 
` оп pass defense, Pass defense Is your bread and butter so take 


advantage of the time allotted and don't loaf. 
In no other phase of football can one mistake be so costly. There 


is nothing more discouraging to our rushmen and the entire team 
than to have a hard earned point margin wiped out because of a slow 
reacting man on pass defense, This is also the phase that Is most 
difficult to teach and one which requires a great deal of time and 


continua! practice, 
FILH 


. We can teach play recognition when viewing film by running the play 

back and forth before its completion. The deep backs will call out 

.; Fun or pass, This Is valuable training and will help you get more 
out of the film, 


Know the receiver you are covering, Study him in all the film we 
have, Know his strength and know his weakness. 


Study other deep backs when looking at film of teams who have 


already played our next opponent, Don't be a spectator and always 
watch the ball carrier or passer, 


“Every time there is a pass completed on you someone is at fault 
. Know the reason and study your footwork in the Flim 


A projector 15 available whenever you wish to devote extra time to 
view yourself and others. Deep backs should analvze film the same 
85 а quarterback, 
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GRADING 

pass defense 
ООА) 
(B) 
(c) 
(0) 

` (E) 


: fied 
FILH (Continue ) 


When reviewing the movies of previous games, check your footwork to 
see if you made any false steps in covering. 


men are graded mainly for positioning. 
How close you allowed a receiver to get to you. 


Playing the receiver too loose so that it is 
impossible to break up the pass. 


Your position оп the receiver when covering a "Goal", 
when covering a 'Steel', when covering a "Cross", etc. 


Whether receiver got to your outside. 


Whether receiver got to your inside. 
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Е af ui 
MENTAL ASPECTS 
1 — 


“yoo Don't worry about pass completions, but think only of stopping or 
"s [ntercepting the next one, If you must give ground, allow it 
between the 20 yd, lines, Remember the field of play will narrow 
and give you more advantages while restricting the offensive area 
: Inside the 20 yd, line, 


Expect offensive errors and be mentally alert and ready for them 


А good defensive back must have confidence in himself and the 
"players next to him, wt 


A good defense wlll win the close games. 


* JEN COMMANDMENTS OF PASS DEFENSE 


dle- Matching the team while In the huddle and as they break from the 
;; huddle, 


Calling (Sam's responsibility) formation and its direction. 
5 STALL is Strong Left and STORR {5 Strong Right, 


-Lining up in the correct place with the proper aligment, 


Calling the individual responsibility or the zone responsibility, 
knowing when you have help and how to use assistance. 


“Indicating, when called upon by the coach, your play responsibility 
hether pass or run, 


Recognizing and calling out the pass pattern. Yell Steel, China, Etc. 


Getting correct position on the recelver and maintaining that 
Position, 


; Hoving in for the pass Interception and playing only the ball, 
gatel liag "Fire! for the Interception, 

19. Blockin for the Interception, Don't look back for someone to 
~<a block, but knock down the nearest opponent, The deep backs 


Should get a block on every Interception. 


TEN COMMANDMENTS OF PASS DEFENSE (Continued) 
| (Summary of b elements) 
γῇ have these four, we should have a strong pass defense. 
a 1. RECOGNITION of the formation and where to line up. 


2. Knowing the individual RESPONSIBILITIES or the 
zone responsibility, 


3. Getting into POSITION ON THE RECEIVER. 
lh, Moving in to INTERCEPT the football. 


= SUMMARY 


THE SECRET OF ALWAYS HAVING PROPER POSITION ON THE RECEIVER 1$ TO 
NOT LET THE RECEIVER GET YOU TURNED UNTIL HIS FINAL MOVE, BACK= 
PEDAL, SHUFFLE AND GLIDE BEFORE YOU EVER TURN. YOU MUST DEVELOP 
Se THIS AT TOP SPEED, PRACTICE THIS EVERY DAY TO REMAIN SHARP AND 
> IMPROVED, 


Great pass defenders are a combination of the following: 
а. .AGGRESS {VENESS 


b, QUICK REACTIONS 


с. ALERTNESS 
d. LOOKING THROUGH THE RECEIVER INTO THE PASSER, 
e. ALWAYS HUSTLING WHEN THE BALL 1$ IN THE AIR, AND 


Lf. DETERMINATION TO GET THE FOOTBALL, 


There are 311 check points on these sheets. 
How many do you know and how many can you perform? 


EUNDAHENTALS. 


The role of fundamentals is a very vital one. The ability of your players 
“fo master fundamentals will determine whether you have an average ог 
Successful season. THERE 1S NOT ONE CHAMPION OF ANY TYPE TODAY WHO HAS 
e Nor MASTERED THE FUNDAMENTALS THAT ARE RELATIVE TO HIS OWN AREA. 


Practice of fundamentals is time consuming, trying and tedious hard work. 
ey can be mastered only by trial and error. It is Imperative that they 
© done over and over so that they become automatic. 


87. 


g, LINEBACKERS 
po hee 
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GENERAL 

Remember you have a job to do on every defensive play regardless 

of whether the opponents choose to run or not. You have a definite 
job to do as the play develops. If you follow instructions on each 
play, you should be a factor in almost every play. 

STRONG SIOE 


1. Your first responsibility is a running play outside your 0 man. 


2. Your second responsibility is buzzing to the Out Zone.-- watch 
the passer as you do it. 


3. Delayed men In the flat on your side are your responsibility. 
ц, 1f no men come out in the flat == give ground backwards and 
work to the inside as you watch developments -- but always be 


thecking on the flat. 


5. When a reverse play starts -- the side on which the ball ends 
up 15 considered strong side. 


6. Jam -- shove, push, grab, bounce any receivers that come close 
to you as you carry out your assignments. 


7. On sure passing downs == line up deeper and wider for pass 


defense unless the defense calls for you to Jam a receiver or 
to DOG. 


WEAK SIDE 


С {,. Your first responsibility is a running play inside or outside 


of your Q man. 


2. Your second responsibility is buzzing to the Out Zone on your 
` side ой passes. 


3. Run backwards at an angle -- watching the passer. 


В. Keep receivers from getting deep down field by bouncing, grabbing 
or shoving them. 


5. Weakside screens are more effective than Strongside screens. 
You MUST TURN THEM INSIDE. NEVER let а screen get outside of you. 
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de FENSIVE PLAY VS, РІ ("Y") AND NEAR ENDS, 
1 
1. STANCE. 


(A) Have your inside foot up. Usually employ a 
two-point stance, except in special situations. 


"s 


(B) Face slightly Inward so that you will be able to 
see any offensive movement or movement of the 
ball. (There is danger of being hooked If you 
turn in too much). 


(€) Be set in your stance. (You should be in a 
position where there is no delayed movement 
before going forward to your point.) 


2. DISTANCE FROM O ΜΑΝ. 


(A) The distance will vary according to the defense 
called and the formation used by the opponents. 


(B) Usually line up as close to your 0 as you can 
without subjecting yourself to being "hooked" or 
"turned inti (You can play closer If you don't 
face in too much). 


3. GETTING TO YOUR POINT. 


{А} Your point should be right behind the offensive 
line of scrimmage. (Take a medium, controlled 
stride with your inside foot.) 


(8) Be low when you reach your point. (Don't raise 
on your first step.) 


(C) The quicker you get to your point, the quicker you 
can start your next movement, (Your inside foot 
should move simultaneously with the center's hand 
or with any offensive movement that precedes the 
center's snap.) Е \ 


4, THERE ARE TWO STAGES TO YOUR CHARGE: 


(A) Initial charge to your point wherein you diagnose 
the play. (You must be under control at the point.) 


(8) The secondary charge or going to meet the play once 
you see it being developed. 


There should be no pause in your charge if the play 
has developed at the end of your first step. | 
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5. MEETING INSIDE PLAYS AT THE POINT OF ATTACK 


(А) The success of stopping the play will depend on: 


(a) Quickness in getting to your point. 


(b) Quickness in diagnosing the play. This 
comes with study and practice. 


(B) Keep low and close the inside fast. 


(c) Go to meet the blocker. Play through him and keep 
your feet moving as you make contact. 


(p) Strike a low, lifting body blow on a trapper on 
trap plays. 


(E) See the ball carrier as you play the blocker. 


(F) Play the onside guard or onside tackle with your 


hands at all times if he pulls to your side, String 
the play out. 


6. MEETING OUTSIDE PLAYS. 


(A) Be under control at the point. 


. (B) Don't allow yourself to be hooked in at or near the 
point by one blocker, You can't afford to trade one 
for one. 


(C) Don't anticipate outside path of ball carrier, Close 
inside first, Don't change your direction until you 
actually see the ball and ball carrier outside you. 
Then go-out laterally or obliquely backward and out- 
ward and get in position to make tackle if ball carrier 
delays or cuts back, 


(D) Once you are certain you see the ball, be sure to not 
be outside the ball carrier. Play off blockers and 
prevent all carrkers from cutting back inside you. 


(Е) Force the runner and blockers as deep as possible so 
that your teammates have a chance in the pursuit but 
don't open gate too soon or too wide between your 
position and that of your O Man. 


(F) Hake the tackle if you can, but don't go around blockers 
to do it. 


(G) Always keep your hands in front of you to ward off 
blockers and use footwork to avoid blockers. 


K 2: 
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(н) Don't crash your way over blockers оп wide plays 
or the play Is likely to be too far past you by the 
time you gain your control. 


(4) Don't make yourself vulnerable to being hooked by 
turning in too much, 


(J) On QUICK TOSSES, on which ball is Immediately 
exposed, change normal tactics by taking an oblique 
Tine out to where you can meet the runner from the 
outside. 


7. PLAYING INSIDE PLAYS AWAY FROM THE POINT OF ATTACK, 


(A) tf either the Fullback or Halfback go up the middle, 
hold your point until you see the ball, then take a 
pursult course where you will be a factor in the play. 


(B) 8y going too deep behind the offensive line and chasing 


the play, you eliminate your chances of making the ] 
tackle. 


8. PLAYING WIDE PLAYS AWAY FROM THE POINT OF ATTACK. 


(4) When you are sure the Flow of the Backs Is away from DET 
you, and there Is no Back In position to execute a 
counter play, do not chase the play to the opposite 
flank behind the offensive line == ''slink' behind your | 
own line but always expect a counter play. I 


(8) Make sure the play isn't coming back to your side ` ape 
before you 'slink'" behind your own line to cut off 
the runner. ) Ὅς 


(С) As long as there is а near back on your side, whether 
strongside or weakside, you must be cautious when : 
leaving your SPOT. М 


i^ 
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RUN HOLE RESPONSIBILITY CHART FOR MAC 
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REDSKIN DEFENSIVE PHILOSOPHY -- 1977 


: To be the No. ! defensive team in professional football, we must improve 
г play:in specific areas over our 1976 play. We must also continue to 
ollow certain basic principles which are MUSTS for any alert, aggressive, 
isciplined and intelligent football team. 

Listed below, you will find the specific areas that the coaching staff 
eels must be improved. Following these are the basic principles which have 
tways been our "bread and butter" requirements: 

1. ¿Improved pass rush and more pressure on the QB. 

2. Improved force of sweeps and outside plays. 


3. Better containment of the QB by the individuals assigned that 
s responsibility. 


4. improved short yardage and tough territory play. 
LT Better overall covering to the ball once it is in the air. 
6. Improved chucking and jamming of receivers by BU's and Deeks. 


7. Always play the defense called and do not guess. 


8. Every player must be willing to "pay the price" without constant 
urging by the coaches. 


Take care of your own responsibility first before helping out 
elsewhere. Don't worry about another player's assignment, but 
perform your own job. 


Š 0. Total team Pride as well as individual "Pride." 
1.. Eleven (11) man pursuit at the proper angle. This is the backbone of 
‘all great defensive teams. 


«Improve tackling by being more aggressive. This is nothing but desire. 


© Punish the opposition and make them bleed for every yard. Dictate to 
,the offense by shifting. 


15. Force opponents to give up the football by gang tackling and vicious 
: hitting. Be so rough and aggressive that opposing QB's do not relish 
Playing against the Redskins. 


ayer eu def ine gang tackling as a minimum of three (3) men punishing the offensive 


М0 has possession of the ball, whether he is a receiver, ball carrier or 
terback. 
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DEFENSE GOALS -- 1977 


To continue to have a winning team, we must strive to achieve our goals 
"established categories. It will take hard work and a concentrated 

E effort by everyone to achieve these goals, but if we all do our jobs, it can 
be done. Achievement of these goals can carry us to the playoffs, and a shot 


at our Ultimate and Most Important Goal. 


Championships are built around consistent defensive play, and only a top 
performance by everyone will lead us to our goal. 


Tet s strive to be Number 1 in all categories in 1977. 


A Intercept a minimum of 28 passes in 14 games. 
ds 976 - 26 Interceptions - 2nd in NFC 
Ist - Los Angeles - 32 Interceptions. 


Return these interceptions a total of 500 Yards. 
976 - 190 Yards - llth in NFC 
Ist - Detroit - 445 Yards 


Force opponents to fumble a minimum of 35 times. 
aa 976 - 38 fumbles - Ist (T) in NFC 


Recover 24 of these 35 forced fumbles. 
i 976 - 23 recovered fumbles - ?nd (T) in NFC 
St - St. Louis - 24 recovered 


976 - 44 sacks - 5th in NFC 
St - San Francisco - 61 sacks 


Keep. ae opposing QB's completion 2 below 48% of attempts. 
27-1976 - 41.2% - ist т NFC 


Allow no more than 10 TD passes for the season. 
1976 - 11 TD passes - 2nd (T) in NFC 
Ist - Minnesota - 8 TD passes 


opponents rush average per attempt to a maximum of 3.4 yards. 
77. 1976 - 4.0 yards per attempt - 8th (T) in NEC 
‘Ist - Los Angeles - 3.6 yards per attempt. 


for, the season. 
с 1976 - 4122 yards - 7th in NFC 
Ist - San Francisco - 3562 yards 


Score on defense at least 6 times. 


1976 - 1 TD / 1 Safety - 6th md in NFC 
Ist - Detroit/New Orleans - 4 T. 


Season. 


1976 - 217 points - 6th in NFC 
Ist - Minnesota - 176 points. 


Play the defense called. 


12. p 


Sack the opposing QB a minimum of 42 times with and without Red Dogs. 


Keep ¢ opponents total yards gained rushing and passing below 3500 yards 


125 Last, but most important, keep opponents total points below 190 for the 
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TEN WAYS TO FORCE FUMBLES 


YOUR HEAD GEAR {NTO THE BALL as you make the tackle. 


ÉL “TF you do not accomplish your objective you are still 
š good po he runner down, 


sition to bring t 
yod are the second or third man in on à tackle, GO FOR THE 
LL. This applies when the first tackler has stopped his 
ntum. iis. 
are being contained by a blocker and cannot get a good 
reach out for the ball with both hands. 


FOOTBALL WITH BOTH HANDS. 


f you 


$hot at the runner, 
CTUALLY TACKLE THE 
(ou are approaching the runner FROM BEHIND AND TACKLING 
WHICH: you can sometimes PUNCH THE BALL LOOSE, 


ching the runner from behind and you are the 


gecond or third man, GO FOR THE ELBOW, А lifting action on the 


elbow will sometimes force the runner to fumble, The ball 
carrier cannot retain the football with a lifting movement on 


ihe elbow. 


M you are approa 


The BLOCK TACKLE Is another effective way to force funbles. 
[s;can be used effectlvely from the runners blind side, This 
also effective on receivers who are running crossing patterns. 


ushing the quarterback, GO FOR HIS PASSING ARM AND SLAP 
. This is effective when he 15 back pedaling. 


Inebackers who get In quickly are in good position to slap at 


mind the BALL CARRIERS AND RECEIVERS WHO ARE AP 
= Try. to: know the characteristics of each, By way of 
lon, a runner who is the type that spins, pivots, and 
e type who leaves himself open to allow you 
£e 


method Gf all to force fumbles is to GANG TACKLE, Hitting 
ner from different angles will often dislodge the football. In 
tion, It will take something out of the runner. 


з are times when deep backs can force fumbles due to the 
R pe of pass thrown, A technique that is very effective is to SLAP. 
int BALL BEFORE THE RECEIVER CAN PUT IT AWAY. Many times he 

b p the bali, of course, this cou be ruled an incomplete 
285%, but there are times when the official will rule the pass 


lete and then a f í 
umble, Try this In practice a ainst our 
Offensive recelvers, y 2 Š 


Z°. 


FACTICE PROGRAM OBJECTIVES E 


we pl PASS DEFENSE the way we practice...form good habits...WE PRACTICE 
“AY ТОР SPEED ONLY. 

The ball is passed for us to INTERCEPT. We INTERCEPT EVERY BALL WE CAN GET 
QUR HANDS ON. WE RETURN EVERY INTERCEPTION 30 YARDS. 

ur first objective on PASS DEFENSE IS TO SCORE. 2 


“Always strive to play the ball at its HIGHEST POINT. If we can't INTERCEPT 
“the ball; we KNOCK IT DOWN OR STRIP the ball from the receiver's arms. 


ΜΙΤ and DELAY every RECEIVER who RUNS THROUGH OUR AREA. 


NEVER HAVE ANY DOUBT THAT YOU CAN COVER A RECEIVER. HOUND HIM UNMERCIFULLY 
until he knows who is the BETTER MAN and who is the TOUGHEST. This applies 
‘whether he is the PRIMARY RECEIVER or SECONDARY RECEIVER. М 


Ме don't саге HOW LONG THE QUARTERBACK HOLDS THE BALL. The longer he keeps 
it; the better it is for us. THIS IS OUR MOTTO, NOT OUR EXCUSE. 


We keep account of the TD PASSES THROWN IN PRACTICE. There is a REASON FOR 
FOR EVERY. TD PASS. 

We must have MORE INTENSITY, TALKING AND CONCENTRATION DURING PRACTICE to - 
-- Improve our defense. ) 


№. Honest application of these objectives WILL RESULT IN IMPROVEMENT. 


- TOUCHDOWN PASSES ALLOWED -- 1976 


E 


ЫЕ year the Redskins defense allowed 11 TD passes. Minnesota led the Conference 
48 this category by allowing only 8 TD passes. Our objective is to WIN THE SUPER 
ROW. and to LEAD THE CONFERENCE and LEAGUE in all defensive statistics. We must 
Strive for a better understanding of our total defense and better coordination 
bateten everyone. Proper coordination and communication are absolute musts and 
gamot be stressed enough in practice. 


_ 1973 1975 1976 
Total 12 Total 17 Total 11 
Owens 3 Owens 3 Houston 3 -Giants (Rhoads) 
McLinton 3 Fischer 3 -Lions (Jarvis) 
pous ron 2 Hanburger 2 - Cowboys (Johnson) 
ischer 1 Houston 1 : z 
Defense 1 Dusek 1 Fischer 3 -Eagles (Smith 
ες Others 2 Defense 1 Por (Scott) 
c -Chiefs (Brunson) 
ο 19725; Others 6 
P Кш 1974 Scott 1 - Cardinals (Cain) 
sal i Total 13 Owens 1 - Chiefs (White) 
e fuer E 3 Üwens 3 Lavender 1-Giants (Gillette) 
p Fischer 3 Hanburger 1 -Cardinals (Metcalf) 
Houston 2 | n 
McLinton 1 McLinton 1 -49ers (Williams) 
Others 4 i 
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INDIVIDUAL LEADERS 
(15 Game Total) 
1976 (15) 1975 (14 1974 (15) 1973 (15) 1972 (7) 1971 (15) | 
i 103 88 25 45 46 - i 
rie 77 57 65 54 Е < 
76 85 64 no 95 77 
‚ Hanburger 50 51 50 68 5 53 
55 65 -- 55 -- == 
54 78 63 - 66 60 58 
бег 48 dd A, ды unl У 
Laven: 43 ας μα x Em Nm 
4 -- -- -- -- -- 
35 38 45 56 82 ЗЕ 
43 B ie 55 -- 
Brundige 2 50 53 49 τα 16 
18 29 32 53 49 45 
Brown 7 2: ee 5 FX zm 
ASSIST AFTER. TACKLE: 
Bet inton 49 49 44 27 19 m 
47 30 33 43 51 4 | 
44 -- -- -- - pe 
34 29 РЕ == ὋΣ 2 i 
32 28 3x τ ER Ke 
30 50 22 24 ο БЕ 
28 -- Ки hd ° Ë >: 
26 26 28 27 2 35 
Ranburger 25 26 24 32 34 33 
Brundige 18 25 32 40 31 8 
Lavender 4 -- -- -- . ss 
12 E 15 14 10 e 
E 6 12 2 27 27 
4 4 E == == ы 
1 on we a ze ies 
г Fischer 13 3 7 8 i 16 i 
Lavender 12 -- -- a, zz ex. 
7 6 9 9 oe EN 
6 4 2 5 8 5 
Hanburger 5 2 4 3 3 11 
3 2 3 2 8 10 i 
2 3 4 5 5 = — 
2 5 ες ὋΝ >= ss 
1 Le i we n = 
1 Е А ΠΠ ioe ең 
1 2 0 ο 0 6 
9 9 2 4 0 4 
13 1 9 d 12 7 
Š 6 6 5 4 ο 
5 d t Ку К . 
5% 8 6 16 5 7 р 
burger 3 H 2 3 4 ER 
Y 2 Е x on zn 3 
Ve m a ES vs 
Mysoci 1 = t. pH 
Bom o; 1 ч = 2 d d : 
ЖЕ 1 ii ae Э b EX 
SESERCEPTIONS : 
8 zm = " us " 
5 4 2 6 ми EE 
° 3 4 3 4 3 
Bantu : р E Е ТЕ - 
hav i 3 n 1 5 1 
[AN 0 1 9 2 0 
soba, 1 0 = E -- -- 
Duong κ 2 e a pa 5 | 
τ ὄρος Б 25 59 123 0 27 
: Ше INTERCEPTION RETURNED: Fr 
Lavender 55 οἷς ue 2 __ 
Жаң s 4 69 99 61 103 | 
29 33 40 32 2t mn 
ryer. 20 8 5 2 T = 
18 8 6 45 113 17 a 
8 2 E 9 22 0 Ў 
0 = cd 25 E фы 
9 57 ЕЯ Xx s zr 
d ?5 59 123 0 27 
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TOTAL YARDS OPPONENTS GAINED -- 1976 


P IAM the entire 1976 League schedule, from a total yardage gained (net) 
pegating dona tablished the following four (4) categories of the type of game a 


Opponent held to less than 225 Yards 


Opponent held to 226-275 Yards 


Opponent held to 276-325 Yards 


Opponent gained over 325 Yards 


(Should Lose) 

" league average per game was 302.6 Yards (Net). 

» 196 : fe Ὁ Average rushing yardaga - 150.6 Yards 

Average passing yardage - 152.0 Yards 
TOTAL YARDAGE - 302.6 Yards 


Ээ statistic encompasses the entire NFC 14-game schedule. 


1976 REDSKINS RESULTS 


EMI ce: OPPONENT TOTAL YARDS GAINED REDSKINS 


MELE CATEGORY - (6) (5) (1) (6) (3) 


H 1 New York Giants 170 Lost 


Philadelphia Eagles 194 Won 

* Dallas Cowboys 203 Won 

: Seattle Seahawks 205 Won 
(5) (4) (1) (5) (3) 


` Detroit Lions 247 Won 


Dallas Cowboys a 253 Lost 
= (2) (1) {1} (2) (1) 
& New York Jets 284 Won 
: St. Louis Cardinals 306 Won 


2 Sti Louis Cardinals 307 Won 
New York Giants 315 Won 


i70) (0) (1) 0) (0) 


San Francisco 49ers 385 Won 

Chicago Bears 392 Lost 

Philadelphia Eagles 418 Won 

Kansas City Chiefs 443 Lost 
AVERAGE -- 1976 

RUSHING: 157.5 PASSING: 136.9 TOTAL: 294.4 


Skiing ur 
Fitted J ος vs. the rush is over the League average. This must be improved. 
Ἢ Μι ο. defense in the ΝΕΟ. We must strive to be Number 1. Ме won't 
11 we eliminate the bad games. 


‚ following chart shows our opponents scoring by quarters against 

Боша strive to keep the average per quarter around the 3.5 mark 

tinue winning. We need to improve our 2nd and 4th quarters. 
п opponents scoring by Quarters -- 1976 


-Tst 2nd 3rd 4th 
- Quarter Quarter Quarter Quarter TOTAL 
3 7 0 7 17 
0 0 0 7 | 7 
3 7 0 js cH e S 
10 10 7 6 33 | 
6 10 7 10 33 
0 0 0 7 7 
0 7 0 | 3 | 10 
7 0 10 3 20 
0 14 0 7 21 
3 3 | 3 3 12 
7 0 | 0 | 3 | το 
0 0 0 0 0 
i 0 3 6 7 16 
εἰ 0 7 7 | 0 | M 
=] 
: 39 | 68 40 70 217 
=]. 2.78 | 4.85 2.85 5.0 15.5 
14 7 14 | 0 35 


Ist Half 2nd Half 


TOTAL ] 33 [ n ] 
AVERAGE ] 768 ] 78 | 
| WHOLE GAME SEASON 
| TOTAL 217 
| AVERAGE | MM 


POSITION ON 


KNOCKED DOWN 


i 
| 


INTERFERENCE OR 


RECEIVER GRADE | INTERCEPTIONS | & BATTED BALLS | HOLDING CALLED | 
- T 

851. 5 13 1 

е su 8 12 1 
89% 5 7 2 Y 

am 5 1 0 

loc 879 1 1 0 
79% 0 3 0 | 

872. 1 5 0 

ear 1 2 0 

ES i. 2 2 
Н | 

27 46 6 
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ЗЕЕ RET Say Pe 


104. 
INTERCEPTION RETURNS 


Introduction; 


We have an organized interception return that can win football 
games for the Redskins. This return will gain many valuable 

yards and can result in a touchdown or good field position. LET'S 
SCORE ON DEFENSE: 


Rule - return to the nearest sideline, more yardage is 
made this way than any other method. 


ας The Back intercepting will start upfield and then cut to 
near sideline. 


The nearest defender block back on the intended receiver. 
He is the one who will make the tackle 8 times out of 10. 


‚ Interception Captain must get his team to set up the wall 
&in practice after every interception. 


"The back must return the ball at least 30 yards in practice. 
We can win games if everyone will hustle to the nearest 


sideline and pick out a duck. Do not clip and do not throw 
an unnecessary block if intercepter is on his way. 


* Ball thrown to opposite side or middle, keep on going thru and 
г peel to opposite side. 


А ый 
A» у 


“YARDAGE GAINED ON INTERCEPTION RETURNS 
1972 1973 1974 1975 1976 TOTAL 


287 Yds 598 Yds 328 Yds 335 Yds 190 Yds 2218 YDS. 
TD 4 TDs 2 TDs 2 TDs 0 TDs 14 TDs 


ΛΝ 


NINE IMPORTANT FACTORS FOR BU'S 5 DEEKS INVOLVING GOOD PASS DEFENSE 


105. 
^ err IDENCE: ache ° 2 
by Sod must. want the opposition to throw the ball into the area in which you are 

2099 cting. You must believe that you cannot be thrown on. Never let a completed 
Е ill your confidence. The pass that was completed was an accident. 


в 
ae oe oust have that burning desire to be the best pass defensive football player on 
the squad, and then develop yourself to be the best in the NFL at your position, 
fave а desire to want to play pass defense, Don't be the player who only wants to 
play just. enough to get Бу. 


"KEYS: 
ae Always read your keys and never make a mistake. You cannot have your back turned 
ες the offensive men that you are keying and you cannot have your eyes closed or 
H . Ñéad down; You must perfect your keys in practice, 


2080$ & 

M 3e a talker as well as a good defender on pass defense, Never be the Silent Síster, 
-Ύου must Yell. "Cross! Cross! Cross!, Over! Over! Over!" when these situations 
develop... Always say to yourself before each play, "It is going to be a pass", 

This is only relative to deep defenders, I£ there is a split end or a flanker to 
“your.side, you should always say to yourself: First -- "He can get deep and inside! 
`Фесоп4 -- "He can get deep outside", Third -- Always be aware of the hook and 


“Keep your distance, Your rule on a hook applies. 
$. POSITION: © 
You must always have good position on the receiver, This is the secret to а great 


“Pass defense,..Your position on the receiver. There is a proper position for every 
`` буре of pass. This factor alone can kill you as a pass defender. Start movement 
when receiver is about 5 yards away. Always keep 3 yards vertical depth on the 
elver and slightly outside of him. Never get any closer than 6 yards on the 


side lines: The side line is the twelfthman on your team if the receiver catches 
Ihe ball in this area. 


ar ICIPATIO 


Cipate as to when the passer will turn the ball loose, Every passer will let 


“nOwiwhen he is turning the ball loose, Study him - "Get a jump on the bal]! 


er tak fakes, by backs faking into line, and keep covering the receiver. 


ауе one thought in mind, get that football - Time your jump - Get after 
Ith both hands - Take the outside route, unless the receiver is on the 
t. Search the Receiver--Yell "Firel" if you are intercepting. Always 
the ball once it is in the air. Play to intercept every pass thrown by 
PPOSition.:-There is not a guicker way to kill their pass offense, Always 
Сер the bali as high as possible. Be sure to go through the receiver to 
ept it:- don't gamble by going in front or inside the receiver unless 
Hisi low and you are sure of an interception, 


& P Ἢ 5 
тар ERN RECOGNITION: 
ee 


patei favorite routes - you will work against them during the week, Ве able 
2012091126 the pattern when it unfolds, This is vital for every man on secondary~ 
the Pattern, They will have favorite men to throw to, too, every team does, 


ys: eee : - 
УЗ have one thought in mind when you intercept and that is to run the ball 
a the opponent ts goal line, Your nearest teammate to the intended 

Should block back on him. Always run interference for your teammate 
tercepted, 


Ae 


i- 


PASS DEFENSE 


PASS DEFENSE IS THE COMBINATION OF THE RESPONSIBILITY OF 
PLAYING THE MAN WITH THE BALL AND WITHOUT THE BALL, 


m THE STRICT AND NEVER CHANGING POSITION 1$ ΜΑΝ == BALL -- 
YOU, REGARDLESS OF ANY OFFENSIVE MOVEMENT. OUR HAIN CONCERN IN 
PLAY ING ANY PASS DEFENSE IS "TO HELP OUT." 


REPETITION IS THE ONE MOST IMPORTANT AND SUCCESSFUL 
TEACHING AID. IT MAY APPEAR USELESS AT TIMES, BUT IT IS VITAL. 


YOUR VISION 


A. Peripheral vision can be improved with practice. 


B. You may lose the ball, 


but not the man, if any choice 
Got the man 
must be made. 


C. This is important for our team defense, 


m - Jill must improve his peripheral vision, 


INTERCEPTION PRACTICE 
——————UNAUCÓHHPCES 


- | Working with a new thought in mind, we should 
practice all during the practice ses 
ас а time while the offense is 
Opposing defenses. 


get interception 
Sions; three, four, five minutes 
running their plays and we are simulating 


ў Interceptions аге mostly a matter of mind set and while you are 
fresh yOu can get a few under concentrated conditions. We can improve 


ir^ interception record. We had our hands on many batted balls last 
year and possibly one more interception could mean a game, 


KNOW YOUR HAN 


š Certain people can be overplayed. For example, you can over- 
lay Washington (S.F.) and Dougherty (Colts). For an illustrative 
urpose, if P. Fischer were covering Washington he could overplay him for 


the interception on most every pass. Sometimes a slower defender does 
@ fine job on Washington by overplaying him to some extent. 


106, 


107. 


KNOW YOUR MAN (Continued) 


= My only thought in mentioning any of this is to place emphasis 
on KNOWING YOUR MAN. Know his speed and Know his moves. Howard Twilley р 
rof Miami, does not have outstanding speed, yet he could give a player 
ike Pat Fischer problems with his moves, so that he cannot overplay 
Twilley- Part of this is due to the fact that Pat has not played enough 
gainst Twilley to know him. It is important to study the film on 
layers of this type so that you have a knowledge of him. Keep a book 


P 


on every receiver, 


. Occasionally, you will face a player who runs practically only i 
one pattern. Naturally peculiarity of this type must be checked out. 


— ONE OF THE MOST DIFFICULT THINGS FOR ANY COACH TO DO IS TO GET HIS 
PLAYERS TO TALK ON DEFENSE. IF YOUR TALKING, YOU'RE THINKING. AND 


“FIRMLY BELIEVE THAT TALKING TAKES A GREAT DEAL OF "PRESSURE" GFF ANY 


BALL PLAYER. TO ME, TALKING IS SECOND ONLY TO MOVING THE FEET AS AN 


ESSENTIAL FUNDAMENTAL IN GOOD DEFENSE. WITHOUT TALKING YOU DON'T 


VE А: СНАМСЕ TO BE A GOOD DEFENSIVE TEAM. 


eel that each individual must be playing well defensively 
an be effective defensively as a team. 


Drills are employed to foster any one of the following three facets 
ense: 
1. AGILITY. 
* 2e BODY BALANCE AND POSITION. 
3. TO SIMULATE IN PRACTICE ANY 


CONDITION THAT WILL BE 
ENCOUNTERED IN A GAME. | 


OAL Dr Tore ee 


L. ConTAIN MAN (Шер АТЕ Force) 
2. Qur Όλοι MAN (Two OF TREM STRONG Sog) 


Ъ. SuppokT MAN 


A. REAR Pursurr MAN 


5 Сут OFF Man (USUALLY Two OF THEM) 


SECONDARY Ron Sofor MAN 


o 


WHEN To Use Suce Force 


Je 


FREODIE стод том {1 640) 


2. А KEY & WEED 
28 
Stowaway (STAB) 


А ς ENO ( слам- м 


49 


A 
= 
6. MINNESOTA 
= 
e. Combo "e i 


ЕЕ 


à. CAIN 
2, Wunk Š Tuas E 
з Sucm FoRCE (ες а SAM Swit Tow) 


4. 54 

er ae 

6. NTE 2D 

7. MOB 

8. Wide Key cam (ор aty Cov) 
9. 


Boor (LEs оо Фор) 
AQ Аир. 44 


TEAM PURSUIT 


Ail great football teams nave organized pursult. Pursuit involves eleven 
players. McDole, Hanburaer. Dusek and Talbert are among the best in the 
League In this department. This year we want to break down our pursult into 
divisions and define it a little diffarentiy. The two types of pursult are 
as follows: 
Sam t ὄνος MAKE 
FORCE Taus- Co 
RED 7S HALE REPEAT THEM. ο 


N 
cox Q +O 


cot Cut off Pursuit 
one: On ® | O 
DAC А, 
Г 


O 
Cutback g 2 — 8 


Cutback Rear Pursuit 


: DIAGRAM 


A WAY 
ο. PASS FiRST MAE 
REPLACE WHEN Lox fog. Τε. RELEASING 


Ж” Βικ on ЗАМ. If LG pulls, Ric does Cutoff Pursuit. 
: Р 1f Center blocks back on Ric, he does Rear Pursuit. 


A, CUTOFF PURSUIT 


US Cutoff Pursuit is designed basically for the offside rushmen and is part of the 
40 or.| Man's duty after they have made their initial penetration to a designated 
At this time, because of the nearback away action, they will go into а 

Once this has been determined the О-Мап will after no more than 
One step pursue down the line into a Cutoff position taking away any cutbacks on 
the part-of the offensive back. The 0-Нап will always keep in mind his alerts 

‘of Q9, screen center, reverses ог bootleg. The l-Man thru quick moves can defeat 
a F8 or seal block when headon Guard pulls onside. 
position blocks him he will then be forced to go into a Rear Pursuit. 


point. 
“Cutoff Pursuit. 


if offensive Center or Guard 


LL REAR PURSUIT i 


Rear Pursuit is designed basically for the offside BU and 1-Мап and comes because 
ої: nearback away action by the offensive backfield. The 8U because of away action 
ИГ pursue to rear of his line and the ]-Man if blocked by Center or Guard will 


hen go.into Rear Pursuit: 


RED STORR 
Cut off Pursuit 


om ooo 


we - 


Rear Pursuit Cutback 


An, 


if RG pulls, Lin does a Cutoff Pursuit. 
if Center blocks back on Lin, he does Rear Pursuit. 


ETT NASA TD 


suce Force 
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DEFENSIVE KEYS 109. 


Applying the Force by Deepbacks to Red Stall End Runs 


ww 
а 1. Defense Call 46 Jet Key 
2. Position 6-8 yds deep. Shade Outside Shoulder of Z Man. 


^ 3. predetermined Force On Strongside End Sweep. LOU depending on unit 
n | call with SAM - will force according to position 
of Flanker. 


в. | Keys WHB looking through Y, offensive Right Tackle and 
E Right Guard. SAK makes the call and LOU returns 
it immediately. 


`6, . Plays the Key Which indicates whether it is a run or a pass. 
When key Indicates a swee to the Strong Side, 
then LOU: 


| "e vf CH. ы О «τος Pons 
o $55804 о 


΄ Stub has и \ сезнт) 


Bj, cutback Rear Pursuit 
2 responsibllity Cutback 
Pass Ist 
Run 2nd 


Pass Coverage 

Run 2nd Secondary Run Support 

WEPLACE WHEH Z BLOCKS 

COACHING POINTS: CORNER. 

Qü-forces the end sweep from "Outside In". LOU is responsible to meet lead 

г. Tac le as quickly as possible. Make contact with a strong inside shoulder 

ninj'outside balance. Stay on your feet, attempting to "String it out", if 

s to outside run him Into the sideline. If runner cuts inside roll off 

Keep inside gap reduced - inside gap to be filled by STUB and team pursuit. 

addi M and JILL always call FRED for FAR and CLEO for CLOSE, We will also use 

: itional live calls plus dummy calls. 

αμ pack пш return his call. Anything under 10 yds is a CLOSE and any- 

9pponent. yds is a FAR. If 2 position at 10 yds force will depend upon 

: srota. refer to the force of SAM and JILL as our SWORD and WHIP forcing, which we 
farce enever possible. We refer to the force of LOU or ROSE as our SIDEBACK 


LINEBACKERS STOP END RUNS -- not the DEEPBACKS. 


110. = 
DEFENSIVE KEYS & 


| Applying the Force by Deepbacks to Red Stall End Runs 


46 jet Key. 


7 Defense Call у 
position 6-8 yds deep. Outside shoulder to 13 yds out оп Y. 
position 
x 53 Predetermi ned Force On Strongside End Sweep. SAM depending on unit call 
Я Р Ф Ааа Е . š 
r ‘Bs T with LOU = will force according to position of 
pope flanker Z. SAM makes the cali. 
RM hio. Keys Y looking through offensive Right Tackle and Right 
Pp а= Guard at weak Halfback. n 
Plays the Key Which indicates whether it is a run or a pass. i 
HOC a When key indicstzs га Sweep the Strong Side then 
SAM: 
) 


Ο 


CoTorF PoRSUIT ^ 


"S 
форд 5 
"EE es » 
3 5 


NET E ἐπ. сока τ] (sep \ coo) 
1 ` GE 
;4 Replace : Rear Pursuit 
Т when Z 5 responsibility 


blocks down . 48 2 
on Sam Immediate 


Force Pass Ist 
: Pass Coverage Run 2nd bee 
Secondary Run Support } 


forces the end sweep from "outside in''. SAM is responsible to meet lead N. 
ckle as quickly as possible. Make contact with a strong inside shoulder 
hg outside balance. ΄ Stay on your feet, attempting to "string it out, If 


RACACKERS STOP END RUNS -- not the DEEPBACKS. 
e иш. should make a conscientious attempt to improve their keying every- |) 
tic Off side linemen downfield definitely indicate run. Be alert | 


N 
> 


DEFENSIVE KEYS ht 


Applying the Force by Deepbacks to Red Stall End Runs 


Defense call 46 Jet Key 

Derense SALL 

Position 8-10 yds deep. Shading outside of ROY. 

psa 

predetermined Force On weakside End Sweep. JILL depending on unit cal] 
i i г) + Ж. 

with ROSE will force according to position of spread 


end (X) JILL makes the call. 


Keys - Weak Halfback looking throush offensive Left Tackle 
and Left Guard with split vision on X. 


plays the Key Which indicates whether it is a run or a pass. 
When key indicates a sweep to the Weak side then 
JILL: 
O O tox Τοαςξ 


4 


ο ре a we 2 


Rear CE 09 
Pursuit JO $ SUPPORT OFF OF Rock's HPS 


INSIDE OR OOTSIDE 


cutback 6 
responsibility 
Pass Ist <s<ecespapv rr : Pass Ist 
immediat ` 
К Run 2nd Рен ыст я Е Run 2nd 


the end sweep from. "outside їп, JILL is responsible to meet lead 
5. quickly as possible. Маке contact with a strong inside shoulder 
Side balance... Stay on your feet, attempting to "string it out’. If 
‘to Outside run him into the sideline. If runner cuts inside roll off 
Keep. Inside gap reduced - inside gap to be filled by BUCK and team pursuit 
tél JILL always call FRED for FAR and CLEO for CLOSE, We will also use 
HOME live calls plus dummy calls, 
igor must return his call. Anything under 10 yds is a CLOSE and anything 
| 5 isa РАВ. If x position at 10 yds force will depend upon opponent. 
kk fo the force of JILL as our WHIP force. JILL should force off the 
S STOP END RUNS -- not the DEEPBACKS, 
la ILL should make a consclentious attempt to improve their keying 

πῇς tice. Offside linemen downfield definitely Indicates run. Be 


Вох roRcE : 
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cutoff CONTAIN 
ўо шт сөт 
Е d. e о © oO 
^ ^ ^ VAS 
Gioco REAR 
- foror 16а m ssogT OFF 
ος THE v PS 
or BOCK 
` ^ ^ 
m AM а ES Pass i 
Roy 22 Pass CovEgAGE pom 2 03 
Ѕ5ұсоыр АРУ р 
Row 
WEAK Sipe FORCE Vs " ©“ END: Р 
° O cow ТАН 
O cuTBACK 
a m ανν Iph (AS 
"n ΛΝ. ΛΝ. A 
m етте. 2 к 
N (ссрмер. BECOMES 
ГАХ Ts CONTAIN MAN 
| LYE CLEO on 


DEFENSIVE KEYS 112. p 


Applying the Force by Deepbacks to Red Stall End Runs | 


Defense Call - 46 Jet Key 


alc ) 
Position 6 - B yds deep. Shade Outside Shoulder of X Han. 
predetermined Force On weakside end sweep. Rose depending on unit 


call with JILL will force according to position 
Spread End (X). 


- Keys Weak Halfback looking through offensive Left Tackle 
and Left Guard. WT 


Plays the Key Which Indicates whether it is a run or pass. When key 
indicates a Sweep to the weak side, then ROSE: 


X^ SPUTS LESS Than 108 
(QSUALLY ABOUT 4 Te © Yes). 


i 


s 


CONTAIN 


О 
Be Lu | 
C od N Е 
\ 
zr Pii \ 


Pursuit bus ` 
ck has jmmediate 
rum Force à 


e 
5 Φ ΕΡΕ responsjbility 
Pass Ist 
Run 2nd 


Pass Coverage 
Secondary Run Support \ 


ROSE forces the end sweep from "Outside In", Rose is responsible to meet 
ward or Tackle with inside shoulder as quickly as possible. Make contact i. 
a strong inside shoulder, maintaining outside balance. Stay on your feet, 
tmpt Ing to "гіпо it out", If runner goes outside, run him into sideline. 
unner cuts inside, roll off blocker. Keep inside gap reduced -- inside gap 
filled by Buck and team pursuit. | 
SAH and JILL always call FRED for FAR,CLEO for CLOSE, We will also use 
nel live calls plus dummy calls. 
The sideback must return his call anything under 10 yds is a CLOSE, anything 
fer. yds is a FAR, If X position is at 10 yds force will depend upon opponent. 
Tito the force of SAM and JILL as our SWORD and WHIP forces, which we prefer 
IF possible, we refer to the force of LOU and ROSE as our SIDEBACK force. 
€ threat of a weakside, wideside, sweep is not as predominate from this set 
qi as it Is for LOU 
INEBACKERS STOP END RUNS -- not the DEEPBACKS, 


Itt 


Cosas Мы 


Tusc Vir Масков Aer vesonsimicity ος Малме The 
fo» ruo ho ἂν РОКИ STAGE. λος Tha TAKUE, оС 
THe Cuba, ος, σος λος Tht BAL CARRER BEEP so Ther our 
IS VOL ERNSCL Th PULSU The COSTRES HAD CAD EER πὲ. 
= : ΝΗ ὶ | 
Tre LIS BACKER, SAGET, OR COROER, МРЕ τρόπος BO TE 


TORRIT DO BOK Соч АЫ? CAL. 


© хр? ος Encxte сою 


k. KEX— ела ο ου Κον REACT πα Тып ү The 5 
СО BLOCKER RLSORL AE cho Tub UPTD. 


Rew oloni- 


уялт QUICKLY] feb Tora Te Cuse The Cures 
WL слм ое The BrocktR BEERE NE CAO TARDO THE canner = 

Тубыл The CRAS ос TH commer WASET- | 
Chust м ταν 


$ Lase TAL BAL CRRRER TD Cum Έλεος САВО TAL CAT AC: 
RELA, 


Sy Voccr The. Be CARRER BEEP, MAKE "σις TRKLE ος 
στόνος TT ых -Duhok Tee TO THe saiit 


3 Vo Gece АЁАА TRL АМ. Mou Musr Git ХУА. BRANES 
Ὁ MAT CIAR Qu DANS. 
Bos s ow Mou. VUL. 


ὂγ Dawe teesi cot жой Owe. 


Ὁ Weer тоске aS BAKE KÇ POSSIBLE Ped AC 
Tousa ἃς ТЗ. 


ὃ) We wor Tt OM SUME UAL ThE ҮМ А ορ τς 


8 
οσους ' 
IE Зы» KT ADELE 


im 


τς κιν CARRIER Coots WE tdi МЕР Κον στΈνωώ IT our 


TS љо ipw MUST STR бю Yoke τεετί 


м м дз hako ty ҮЗ Ө „ОИУ ο UE are T P услу 


LOU 


Е 


E Й 
i$ oo o o9 Яо 
TA AD AA СА 


м ! 
A A А 


NSITION - LOU 


POSITION - SAM 
tL; Cleo | (Return call to Sam) CALL - Freddie (Make call to Lou or Rose) 
EY SUY" to Weak HB. Know what outside KEY - "Y" to Weak HB. Know what outside 
: Offensive Tackle, Guard 5 2 do. 


Offensive Tackle, Guard & B Back do 


JILL ROSE 


κο POSITION - ROSE 

ёо (Make call to Lou or Rose) CALL - Freddie (Return call to Jill) 

т НВ through onside Offensive KEY - Weak HB through onside Offensive 
kre" & Guard. Know what "X" Tackie & Guard. 
d 2 is doing. 


Know what "X" 


POSITION - MAC 
` CALL - Jet 


KEY - Center to ЕВ & HB 


O 
AA А Аң 
A A A 
POSITION - STUB 
CALL. -. Freddie 
KEY - Y to FB δ HB 
| BUCK 
Q © 
А \ 
O ` . 
000 BQ, ο 
ps 
ПАА A АХ 
L1 
A A 
BUCK 
Box ^ . 


& & B Back through oaside Tackle & Guard 


RUN & PASS KEYS FOR 46 JET KEY DEFENSE - RUSHMEN iicet 


Ох о 
О E68 HO® οἱ - 5.5 ΟΠ ΘΘ, 
| = " 
Ν 


OA 


виток - O MEN POSITION - O MEN 
tHE Jet τ ; CALL - Jet 
asf ο Position of "Y" for down block - 
no down block key Guard thru Tackle 
to near Back. 


KEY - Strong O Man - Position or Uy" 
for down block - no down block 
key Tackle to near Back. 


Rie : wie 
а. ON Ὁ ΜΕΝ 


SRL. Jer POSITION - i MEN 
ΤῈΣ weak о CALL - Jet 
ig On. Kay Tackte to near KEY - Guard and pull of Guard to Tackle, 


Center & Off. Back. 
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DEFENSIVE TERMINOLOGY 


=—— K 


following terms will be used almost daily in practice, know what each 


We have intercepted a pass, everyone get up and 
get in front of ball carrier and knock someone 
down. 


The football is in flight and one of our defen- 
sive players does not know that it is intended 
for his receiver. 


ἐς it a running down or a passing down? 


Refers to3 61,36 2, 3& 3 anywhere out in the 
field of play. 


Refers to short yardage situations but inside the 
10 yard line. 


The end away from the Z man, but he is 1 to 2 
yards from the offensive tackle, 


Refers to reading the quarterback and seeing the 
ball leave his hand. 


Any offensive back on the strongside of the 
formation. 


Any offensive back on the weakside of the formation. 


Force a fumble, intercept a pass, steal the football. 
Take It away from your opponents. 


Play recognition at the snap to determine the type 
of play developing. 


This is our opponents favorite offensive formation 
for Runs and Passes. 


Move around, you are killing the grass. Disguise 
your intentions all the time. 


Your position on a receiver when covering man to màn. 
Refers to the linebacker method of retreating when 


a pass develops. It consists of precise teamwork 
between Linebackers and Deepbacks. 


Refers to the teamwork between the Linebackers and 
Rushmen against the run. Through proper keying all 
seven gaps are filled against a standard offensive 
formation. 


geFENSIVELY SPEAKING 


ED CADENCE 


You must recognize 


the following: 


ze and be able to_define 


— 


SHOVEL PASS 
FLARE PASS 
CHECK FLARE 
CHECK DOWN 
FLOOD 

FLOW 

THROW BACK 
OFF SET 
WAGGLE 
LATERAL PASS 
CHECK OFF AUDIBLE 
AUD | BLES 
CADENCE ( OPPONENTS ) 
TAKE OFF 
SHOT GUN 
DIVE 

STATUE 

SNAP COUNT 
MARY 

FRITZ 

TAB 

HOOCH 

PIC 

POC 


DOUBLE POC 
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INSTRUCTIONS FOR COMPLETING DEFENSIVE PLAYER QUESTIONNAIRE 


... Use our Defensive Terminology to describe offense of opponents and 
^. our defense, 


| : Don't guess, Put down that of which you are sure. 
x By MANEUVERS is meant physical movements of opponent and timing, 
ву TIPS 15 meant individual characteristics. 

By HABITS is meant any unusual mechanics of opponents. 


` STRONG LEFT FORMATION is any opponent's offensive formation having 
4, more men on their Left Side than on their Right Side, 


у. STRONG RIGHT FORMATION is just the opposite of the Strong Left 
Formation, 


BALANCED FORMATION is any opponent's offensive formation having the 
p, same.number of men on either side of snapper. 


On opponent's formation diagrams, indicate player numbers and names 
: of men upon whom you are to report and approximate number of minutes 
5, each played, 


>з. On opponent's formation diagrams, compare the abilities of the 
starters with those who substituted, 


3. In answering questions relative to INDIVIDUAL OPPONENTS -- only 
«answer regarding those opponents who are close enough for you to 
observe accurately, In addition, this year we will fill out a film report 
“en your area of reporting, which will be turned in on Wednesday AM. 
LLINK reports on Y, Z, X, RT, RG, QB and on each Back, 
LON reports on Y, X, RT, RG, QB and on each Back 
LIN reports on CENTER , RT, RG QB and on each Back, 
"RIP reports on X, LT, LG, QB and on each Back 
‚ ROY reports on X, Y, LT, LG, QB and on each Back 


“RIC reports on CENTER, LT, LG,QB and on each Back 


i; MAC reports on Y, CENTER, LG, RG, QB, and on each Back, 


X LOU reports on Z, X, Y. QB and on each Back. 


LES reports on Z, X, Y, QB and on each Back 
os RUS reports on Z, X, Y, Q8 and on each Back, 


i ROSE reports on X, Z, Y. QB and on each Back. 
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REOSKINS DEFENSIVE GRADING 


main purpose of grading is to recognize errors and eliminate them. By 
jing all phases of the game, careful attention is paid to each movement and 
e goes unnoticed. Also, performance leaders are recognized and accredited, 
he other hand, it is easy to recognize anyone that is not giving 100%. Grad- 2 


ρὸ 
БУП individual skills will be recorded, when applicable, from the following 
agories. 


Point of Attack - where play is designed to hit. 
Support - immediate help by player away from P,0.A. 
Pursuit - Flow of defense to Ρ,0.Α. When immediate help is 


no longer applicable. Angle and effort deserve prime con- 
sideration. 


Tackles - (Primary Tackler) | 
Missed Tackies 

Assisting Tackle | 
Extra Effort = A grade based on superlatives. Do your job 

and 2 or 3 other peoples. te 


No Effort - it would be best if this grade never appears. 


Sacking the QB is the prime requisite of the Rushmen. At 

times, others will have an opportunity because of defense 
called, Tackles, misses and assists plus hurrying the QB 
will be recorded. N 


Knockdowns or batted balls = Rushmen will attempt to knock= 
down the ball only at the last possible moment. Don't be- T 
come a bunch of Pogo Sticks on the і. 0,5, | 


Interceptions 


Obstructing the Receiver - This will be done mostly by Rush- 
men and Linebackers when a back comes close or tries to delay | 
and sneak through the linemen, Never let a back get close to 
you without "hanging!! him, but never go out of your way to 
accomplish this. 


L^ 


Block for Interceptions - Interceptions are scoring 
opportunities, Pick out someone and knock him down. 


Extra Effort 
No Effort 
Position on Receiver 


Coverage when not assigned to a specific receiver. 
(Ex Zone) 


Ball Reaction = Reaction and converging on ball when thrown, 
Axing - knocking down potential receiver. 

Tackles 

Missed Tackles 


Assisting Tackle 


Spot. The final alignment before the snap. 
Point - Initial assignment after the snap. 


Forced Fumble - Take every opportunity to separate the 
ball from ball carrier. 


Recovered Fumble 
Mental Error 


Force on the sweep, primarily by the defensive backs. 


“Shown by a percentage grade. 


FOR EXAMPLE: 


Т.Р. = 50 
50% 


100 | 50.00 


Final Grade - 50% 


DEFENSIVE FILM ANALYSIS AND IMPROVEMENTS NECESSARY , 


eview of our 1976 defensive film. There were many 
can make us a better defensive team in 
ects and work on your own weaknesses, 


e have made a general r 
ts detected which, if improved upon, 
f you. individually, correct your def 
1 become a better football player. 


ne efenses more cleverly by more "window 
а We must study our opponents "cadence" and “how the QB sets his 


n 
Ме were caught off guard too many times. This is a must for each 
We must force our opponents to make mistakes and then take 


rally, we must disguise our d 


e didn't force and replace on wide running plays as quickly as we should. 

о need to improve our force vs. "C" End (weak side of slot). Better film 
and concentration by each individual will help in this area. We must get a 
> pass rush and put more pressure on the QB. 


le need to have more players study opponents’ films and know what each 

ent does for each set. Know their favorite "bread and butter" plays from 
formation. Take a projector home and invite several, or at least one, of 
teammates over to study film with you. The projector should be checked out 


ry night by someone on defense. 


Understand one another; help each other whenever possible. Give credit where 
tis due and always offer encouragement to your teammates. Work for together- 
Tess in correcting errors. Encourage the offensive team to keep the ball and 

sThey can make your job much easier. 


We lost too much yardage by missed tackles and arm tackling. We must 
our tackling by getting our head and shoulder into the blow. 

V sharp practice during the week indicates а good game on game day. REMEMBER -- 
LAY.THE. WAY YOU PRACTICE: 


defensive team ranked well in some categories and average in others in 
e-standings. With hard work and concentrated effort, we can be FIRST IN 
DEPARTMENTS. Have PRIDE, and NEVER GIVE UP. IT CAN BE DONE: 


IMPROVEMENT 


following are our INDIVIDUAL IMPROVEMENT PAGES. We have only one thought 

ñ mentioning these faults, and that is that everyone should have an 

EMENT GOAL. This list is made up of players who were with the Redskins in 
y; and, if your name is not mentioned, it in no way means that you do not 

Med: IMPROVEMENT GOAL. The following should improve in the fundamentals 


ever , 


aportant phases of defensive play. 
or these responsibilities: 


PLAYERS CAPTAINCIES -- 1977 


STRATEGY 


. PURSUIT 
< ANGLE OF PURSUIT 


SHIFTING DEFENSE 
OFFENSIVE AUDIBLES 
DEFENSIVE AUDIBLES 
INTERCEPTION RETURNS 
HUDDLE 

TALKING 

DOWN & DISTANCE 
PLASTERING 


- SPACING 


GANG TACKLING 
RELAYING AUDIBLES 


> PLAY RECOGNITION 


DEEPBACK AUDIBLES 
WINDOW DRESSING 
POISE 

GETTING OFF ON BALL 
FORCING FUMBLES 

USE OF HANDS 


“PLAY ACTION PASSING 


POSITION ON RECEIVER 


-^ TACKLING 
^ BURST 


PLAYING THE DEFENSE 
HUSTLE Ἢ 
HIGH BALLS 


^ FORCING 


STUDYING OFF FIELD 


HAVING A GOOD PRACTICE 


Everyone is expected to help out ina all areas of defensive team play. 
it is advantageous to designate leadership duties for the various 


The following men are defensive captains 


Chris Hanburger, Ken Houston, Brig Owens 
Karl Lorch, Chris Hanburger 

Bill Brundige, Dave Butz, Dennis Johnson 
Harold McLinton, Rusty Tillman 

Diron Talbert, Rusty Tillman 

Chris Hanburger, Ken Houston, Brig Owens 
Ken Houston, Ron McDole, Diron Talbert 
Diron Talbert, Dennis Johnson 

Pat Fischer, Gerard Williams, Jake Scott 
Chris Hanburger, Ken Houston 

Pat Fischer, Joe Lavender, Eddie Brown 
Diron Talbert, Bill Brunidge 

Pete Wysocki, Stu O'Dell, Brad Dusek 
Jake Scott, Rusty Tillman, Harold McLinton 
Brad Dusek, Harold McLinton, Ken Houston 
Brig Owens, Ken Houston, Jake Scott 
Harold McLinton, Jake Scott, Pat Fischer 
Pete Wysocki, Dallas Hickman 

Dave Butz, Bill Brundige, Karl Lorch 
Diron Talbert, Pat Fischer, Stu O'Dell 
Ron McDole, Dallas Hickman 

Chris Hanburger, Pete Wysocki 

Joe Lavender, Gerard Williams 

Joe Lavender, Ken Houston, Brad Dusek 
Eddie Brown, Gerard Williams 

Entire Team (Pat Fischer, Captain) 

Diron Talbert, Dave Butz 

Kar] Lorch, Dennis Johnson 

Joe Lavender, Brig Owens, Ken Houston 
Harold McLinton, Ron McDole, Rusty Tillman 
Entire Team (Ron McDole, Captain) 


ч 
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THINK WITH PRIDE | 


_ МОВК WITH PRIDE | 


- WRITE WITH PRIDE 


TRAINING CAMP 
-------- 


PLAYER EVALUATION 


Я 1. ALL PRO. 
2. FIRST YEAR STARTER 
377 OVER ACHIEVER FIRST YEAR STARTER. 


T Competative - Lacking Size or 
` speed. 


5... Special Teams (K.O. & PUNT =” 
=. СОУЕВАСЕ) 


6. DEVELOPMENTAL SQUAD 
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SAM- KEY WING THEN PULLING LINEMEN. 


LINE U? on 2/5 EYE OF FLANKER- DONT BE 
МОСМЕ БО. FREDDIE FORCE. 


a) DRoP Back PASS- Άυτοματις CoRA ^ À 

b) Ном Sr Pass - AUTOMATIC Сомво wim δι 
THINK $ REACT To FLAT ом εωεῖγ- 
THING Рот 18 ACTION, THEN You 
Ba =E Y MAMA . 


EA 
1м 
МАС - Flow Sr (он) Ға 6 HOLE INSIDE ЗАМ. ` ХБА 
Ром Мк (Row) - Pour OVERRUN BALL. CLEA NOP 
s | О 
Deop BACK PASS- . 15 AUTOMATIC Á 
τιον Sr (Pass) - OVER Re Rom TE AMD COVER HIM το 
ER {к НЕ DOESNT RUN CORNER 
Sr 09 AND ZONE wpe Hook AREA 
Fiow Wk (Pass) - Look τος Y SNEAK ор Аму DELAY ^ 
\Е NONE WEEP COMING To THE ιΝΕΙΡΕ 
RECEIVER. το WEAVSIDE.. 


Touct: TERRITORY ROLES (RAMS 1918) 
Post TIoN OF SAM $ 1ου VS WING: 


L SAM 
A) ΚΕΥ - ΟυΤ5ΙΡΕ. SHOULDER ος "М" ON THE LINE 


OF SCRIMMAGE. 


в) COMBO - OUTSIDE SHOULDER. OF WING, ON THE 
LUNE oF SCRIMMAGE. 


2. Loo | 
A)Ygy š Сомво- OoTSIDE SHOULDER or WING, 
^1 do \'2 YARDS OFF THE LUNE. 


ОЕ KRIMMAGE, 


|. Posi Tion Or Ѕтов Vs WING: 

L KEY - HEAD ом "Y", PENETRATING 

2. Combo- SHADING ooTSTDE-. PENETRATING (uke. 
A stog I). 


CouNTERS FOR Рош. OoTS- 5. Y. $ TT (RAMS 1918. 


4. pun SUCE 


бет aS ИЕ 
о o À e А 
oe 099 e. "MN sed SUN 
m J L ix 5 A Ñ - 


© 
L Wet ug elt | 2 


2. KEY Buck T 

3. AG Τιτε- SAM $ ROSE GO 

&. SWET To 54 Go KEY CAIN Buck X 
5. Tyre 20 (ТЕХ. Towa) 


REDSKIN'S RED DOGS | PE 


z у КЕ ш = CUTS ας 
46 ΤΙΤΕ BLAST 


* dig ANE о ΠΝ m 


m 2; 28816 A nj A Ay 26316 SB 
dues Mjm ЖАГ Apes LN к 


AUD* Show 
46 WIDE BLOW XX 


© о 
е О 
А А 
e 7 " 
А A A Á 
ecc bcn T TFI LL TRI 


46 2 D ISAACS 


Lb seh 


Хун › 
5 Ay acu A ` 
κ, Ya TAL. 


krans 


TO 


pit ABT 
Аш. OVER a 
4 


A 
ELO PN Yala e z 


AG Titre Sam Key CAIN: 


O 
o 406 
iac A e 
Au OVER 
L ix: 
2. ЗАДА 


O 
а © 
bod ο οσο 
M ACA RD 
S (ооа JF i х B 
BALL THROWN) р + 
" 5 3 
y ——4 


MA Сомо 


REDSKIN'S RED DOGS # 3 


TE 2.0. BQ. 
46 
O 
а [о E 
Е „ "nam 
^ A A A “д 
Z^ uL 28 8 TAI. 
L6 STAG 
O о 
O О 
O OOOD 5 τ © 
FAA a o 
aw. АО A А А 
TAG 
ИШЕТҮ? 
h6 MAC 1 
2% О O 
O Q 
ооойоо О 
А А А. А 
А ея 
` 28 n | А А А А 
cP abe 
εὖ 
46 STUB | 
© О 
O Q 
O OOOPRBO on 5 
ПА A - А D 
a А А А А 


ae AEEA 


#4 


REDSKIN'S RED DOGS 


(PASSING Doa) CAN ROM FROM 


46 WIDE BLOW TEX 44 Also 
m O О 
ο | ° оре ο 
τ 
Cl, r= eack pens 25 — 
AL ви x 
м 
ANY Mig А А 25 Аль А 
TAX ha ур TAT 
; M VIDE δῖον DOUBLE SKEEZIX а 46 WIDE TEX BUCK | 
о о о 
© O 
Ө) оо A r: © 
OA SA 
о 0 
А А A a 
x 
Tun UE. Smp 
&6 WIDE THUNDER SAM 
Ке, OQ 
O : © 
О olo O 8 /JO/ O © 
m 
= C 
Dp x 
xn Δ΄ 3Η Δ Δ 7A 
TAJ Z mja, / Ὃς "ία 
THUJD&R Tue |LEGSBURG . αμ. ΤΗΣ 
_ 
О 


a8 ig Δ 


a As ТАЛ 


"ln na 


; #5 
REDSKIN'S RED DOGS 


Аир» BUSTER 


AUD: PIA, 
46 TEX BUCK I 


Wu BEY cop 
Du IT a 
^. A Y ag AN Ke A tum A A à Nie A 
ENS gs = Md p i A lite 
een - ^ Avo? skiing Alubzal 
: 46 TEX STUB I 46 WEAK TITE BLAST 
uU А (Ros Dos) 


g 646 
AB/NIB SA 
Emm obi TAT . 
46 REX (LEX) BUCK I 
ο lo ο 
5 4 АҢ | 
OQLOdA\ o 
ARATIN 
7 RE 
i 
ο M А 
Richmoud Дор: Кению 
О O 
Et 
п ς 
ia Ов | 


Xm y^") 


REDSKIN'S RED DOGS 


"E BLAST 56 WIDE BLOW 


^ 
€ í У ES des 
К vil Xo 
: 38 A8 КАШ; i a8 O18 7 
Ss Ж | г fn 2 TAL. 
far == EET эк - — — = 
Ç ex ! 56 SPECIAL 
© О 
МУ О zs 
Z XM 
1B Clos x Weare 
ES Afm 
дь “AY A A^ А ДР | ag А A 
AA: — СЯ ае ТАД, | Zam ум aad TAL 
36 SPECIAL 3 D 56 TITE THUNDER 
о O 
Ο OOOR CO О 
DA А A e 
e EJ 
А A A A Δ 
5620 
O O 
O Q 
© O OOPRMOO 
ПА А A A 
g [7 
Ἂ 
Δ DU A A A^ А 
TAL. 


ap 


REDSKIN'S RED DOGS 


Chose man DRAW δρα ae past 
nm _ 54 CEETE-SPICHAR. 


: E DÀ “wi 
ue x Xn 
"Wo А E 18 Ав ΔΙ А A^ 28/28 ДА 
ТА YA m TAG. 2, 7А ТАТ. 
is ро: ab 
ат Sh BUCK | 
ae о о О 
О О 
big o |° abu « 
"na —— D 
Mon Ker Cov M 
κ δν BG AUI A Δ ди т 
ame Mm TAT. | Z”, a TAL 
а а Хор = 42 (gs, doa) Sh WIDE BLOW 
| T " 
о О on 
ΠΝ, 
Ez 
Do 
d Xam \ 
e 4 28 O18 A 
24 Yon FAL 
ματ να 
O О z 
O b О 
РУЫ) = 
3 A 
3% 
Au ОЧЕР. D 
A A эъ Ase a 
E КА TAX 


REDSKIN'S RED DOGS 
Assos 47. 


CAN Ron “TOBY 
bh TITE BLAST 
1% 
АЎ Bae к 
TRE. Mm 
A | А - 2 г 
TAL 
man ww koe BLAST 
Aups Bist hh TITE INSIDE BLAST 
ты Э A Έλο p 
З дї 
та 
2 aiia 
РО Δ ze Die E 
TAL. =. E Е 
NUR MIA 
hh TITE2 D. 
О 
δ; к bo J Ἢ i 
66 
"m 2B 
МУ 
^ ^ e саа š 
: TIAL 
У MIM 
MEM Pass Rush ὅσ 


Hh SKEEZIX LON BUCK 1 


REDSKIN'S RED DOGS 


| SPECIAL LIN RIC 


о 
Q 
BOO ο 
À à А 

A A 
о 
Я ° 
À А À 
[B 

A A 


ADD FELIX Pase Оо 


© ISAACS LIN (REC 


REDSKIN'S RED DOGS 


њо TITE STUB DOG 


о О О 
О 
озм. б р /о É qe à 
m А 
ae ар 
хм Aw ORR 
Ais A A ^ зь №\8 A 
TAL Z y BEI 


Chu RoN OX É Sox 
OR NOT An Ox 8 Sox 


ιν 


2 Κ΄ Auc OU. 


я $ 
i" Back te 
Ay OVER шыс, 
, A 28 A |5^ Ὁ 25 =^ 8 А 
Ë, o ee p D x z Y SE е, 
M/m ΠΤ ΜᾺ MAA c 


80 GAP STRONG BACK 


О 
О 
Ο о оойоо 
Олл АА AD 
A 
x A A A 
80 GAP MIKE BUCK | 
O оО O 
9.00 R00 Ο 2 O OOB OO 
^^&^AU0 DA A А 2 AD 


REDSKIN'S RED DOGS 


80 GAP_WEAK 2 5 
O О 
О О 
Q o OoODB OO O 
о лал Ал ^n 
А А & AY A 
80 GAP HAC 
eqs 
| so о ΕΞ 
ο o/o о} с\о ο 
= Ll 
ott у. 
X, А А 
дуль # тул ny ΚΣΕ TAX 
TAL 
р ЗАД, 
O O 
t ιβ | 28 
519 * apod D ὃ 
κ το! 
^ 
BX mim SHE ^ ax 5 
"m 
46 TRIO H&€-B96 
С 
О 
О e EIN O 
А 
X mlm 2 Cn 
A 1 A Δ ЕЕ 
TA ЖАЛ. 


REDSKIN'S RED DOGS 


Gan Jeu) Sex 
46 TRIO TITE (WIDE) SHACK 


О О 
О о ο © 
24 О O о ΟΟΙΠΒΟΟ Q 
C AA А. A 
ος M n 
eo m 
ο; д р -ᾱ- LAS -ᾱ ^ 
TAG. 


WASH-BUCK i 
46 DUCE BUCK I 


ae О | О 
а: О | 
à obs do} ὃν qm of 48k о 
: = 3: Р μα 
τ 18 µε Y 
Mes ἀκ 


AY SE A gw A P 


FAT. Zmim ДА тко 


56 DUCE 2 D 
О | O 
38 | о 
БЫ ° MS EON ° 
i Pon fos Хм 
бмв A us A A \ 
дв fac L mjm ΕΝ 2616 „2 


5] DUCE MICKEY 


Nickle Buck τ KEY: 


Q Q 
Су d e n 
о ао à Y о 
E A AN 
Peace H n 
c S X Y 
= — АА 
De Семво TACT. 
MUERE 
Меке Snow LIGHTNING. 
© о 
FE d Peer 
АСК Back 
ИСТИ 
os A J BA АМ 
е 
e n C 
2. ` x 
ЗАЛА wir 
TAT SEAT. 


p HES 


i 


REDSKiNo REM vov 


Yo WIDE 70218 Fit VS RED 7772 Kay 
s.p: М 
moie 0 
О 
οἱ «РВ 
po ^ 
A à i. 2 САУ: 
"nm "Ја вл” т. 
46 WIDE 20.0 SAM үз BROW. T 
SIH: LS 
O O 
O 
O O ^ a ο] d O К 
8 pi. 
pete 
хів A^ A κ А 2А) ον 
s e^ 
EOM mm түт f T 
пати Тата аз Σ΄ 
О Q 
А 
ША 
je 
Dort unes Bt 
ΕΙ : ^ ΑΝ A 
= Down in 3-Pr STANCE. DRAW Brock’ Z mim nm — x y 


I WASH DASE 


RECETA BLOCK OF mode MAS é усу дони эм See Steg. DRAW BLOM ος ficis 


DEFINE STRENGTH ΜΥΤΗ zpos 


4 ALL REGULAR. SETS ARE SAME WHEN POS ARE IN 


Z. 


= 


í, 


2 
2: 
4 
5 
©. 
pa 
8 
9 


= = 


THE BACKFIELD - 


Must МАМЕ 2 cau iF TREY МЕТ 


Slot- STRONG Ўр 


i ως μμ... 


Window DRESSING CALLS: 


WASH 
DASH 
STASH 
MEE 
. SwooP $ STAB 
Snow’ & SD : 
Stowaway Š WALKAWAY 
RAM — Ho- Bo- STING 
= Mike 


$: 
2. 
3. 


A. 
5 
6 
T 


8 


дк 


How το EXPEND ИМЕ ON DEFENSE: 


GET UP SLOWLY FROM PLE. 
Dont LET RUNNER GET οὐτ ος боонО5. 
Don't т RECEIVER GET OUT ov Bo onds - 


озима м “TAYE TIME GETTING BACK To UN 
AFTER COMPLETION. . 


‚ REFUSE PENALTIES (ie TAcTicAy) To KEEP coek RONHING. 
ode “TIME. esf" 05 NEEDED, WALT ОНТ BALL US DEAD. 


Dont cpu S TE. оо σον 15 ROÐRIRG. 


Know PONENTS “ TIME oarn“ АМО THE TME REMAINING 
IN ГА GAME (asx OFFICIAL). 
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Louie CALL: 


STALL Formation = 45 STRONG Zone 
Sees FoRMATION= 46. JET WEED (Les) 
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Stog FoRmATtion= 45 STRONG Zoek 
WALL FeemaTtion= 4ο JET WEED (Rose) А 
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WHEN DOES StB ENGAGE Y 2 


4 WHEN WIS COVERAGE UVoES NOT COME. 
2, ANY "Y" SLOW Воск WITH А FORM OF KEY СОМ. 


WHEN Dors Buck ENGAGE X ? 
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USE OF HANDS BY RUSHMEN 


THE ONLY ADVANTAGE THAT THE RULES PROVIDE FOR THE DEFENSIVE PLAYERS, IS 


ΓΗΑΤ THEY ARE PERMITTED TO USE THEIR HANDS, HANDS ARE USED TO WARD OFF 


THAT THEY АЛЕ РЕА 


Т OCKERS, TO ALLOW THE DEFENSIVE PLAYERS TO GET TO THE POINT OF ATTACK. 


E YOUR POTENTIAL AS A DEFENSIVE PLAYER, 
AY FROM THEIR BODY. 


LETS 8E THE BEST IN THE LEAGUE ΙΝ THIS VITAL FUNDAMENTAL. USE OF YOUR 


BANDS ARE NECESSARY WHETHER YOU ARE PLAYING A RUN OR RUSHING THE PASSER. 


Probably the most important single factor in good defensive football is 
he use of hands and pursuit. .They compliment each other. 


The term, "use of hands", means the use of hands, forearms and shoulders 
to keep an offensive man away from your legs and body long enough to 
permit you to read, diagnose, react and get to the point of attack. 


а er you тау not be able to play off blocker with your hands, but you 
play yourself off blocker. 


must retain freedom of movement or pursuit, consequently your legs 
t remain free. 


то accomplish this you must develop the ability with the use of your hands, 
ams and shoulders to protect yourself from any blocker. There are 
Many different names for these maneuvers and many different types of 
ete However, for the most part they fall in three categories. 

Фу аге; 


P Hand or Forearm Shiver 


2. Forearm Lift 
Foot Faka and Hand Slap or Hand Swipe 


Arm over 


D 


ο ο 


"HAND OR FOREARM SHIVER - This maneuver encompasses the use of 
E ΠΕ сор shoulder, the other on opponents head. Step 
goth hands. t with back foot, always keeping feet and legs well back of 
jato ic aue hands forward in upward movement delivering blow with base 
de ο ο. extended, elbows locked - Raise opponent, this will keep 
af Um your body. Read, diagnose, react, pursue ball carrier, or 
Mb a l int of attack. 


Ῥὲ : 

“Fore arm or Hand Shiver can be applied In most cases where the ор- 
= се {$ trying to use a side body or reverse body block. 
Examples: Я cantar blocking the onside i-Man - Таскіе M 


blocking the O-Man - Tackle blocking the |-Man 
t'using a reverse body block. 


J.o FOREARM LIFT - This maneuver is used mostly on close in blocks, where 
1549 blocker reaches you much quicker and with much more power. Also can 

ke usad when you attempt to run thru a blocker protecting for the passer - 
sho [s'using an upright blocking stance - you use the forearm nearest the 
$iocker. ^ Alm arm between neck and shoulder, under chest and [ift blocker, 
ecafrolling his head from this position. Read, diagnose, react, and get 
тё the point of attack. This maneuver would apply in most situations where 
taa Opponent'is using a shoulder block. Remember here too, you must keep 
feet and legs back of you, free from any contact as you must be able to 
gergue [n any direction. 


C." THE HAND SLAP OR HAND SWIPE - This maneuver 15 used by linemen who 
ΚΦ quick and agile, both against runs and passes. 


Execute а fast jab step in one direction as the blocker reacts to meet this 
fake and comes in direction of fake, you use your hands to slap or swipe 

Rim on the head and body compelling him to continue in direction of your 

fata i fhe same instance change feet direction and go behind him to the 


use your hands on him from the inside and 
al fake. 


x асы? B.fast step to the inside, as the blocker reacts to meet this fake 
sra the blocker by his outside shoulder with your oufside hand bringing 
ο your body by the blocker. Be sure to 

af € Inside arm all the way over to keep blocker behind you. 


τ máy strike an Opponent above the shoulders on your initial 
2989г to ward him off, according fo tne Official N.F.L. 


А Rules, However, you may not at any time grasp an opponents 
ΠΗ͂Σ Penalty: [5 yards. 
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STUNTING 


Stunting by Rushmen can be very effective, if used intelligently 
and with moderation. (Basically, stunting is exchanging respon- 
` sibility with someone else.) The most important factor in any 
„stunt 15 to make sure you do not get cut off. If you do not re- 
| place the man you are supposed to, the defense is vulnerable to 
7а large gain and perhaps a score. 


By stunting, it is possible to upset the blocking patterns against 

г the run or spring someone loose to harass or sack the quarterback, 

: Ву upsetting the running game, offensive blockers begin to hesitate 
before coming off the line, therefore, upsetting their timing and 
"charge. They start "thinking! and when this happens, the effective- 
“ness Is diminished considerably, for "Every time you think, you hurt 
. the team." 


` We will attempt to upset their pass blocking as well as destroy 

- their running attack, and in this way we can sack their quarterback. 

"Steady, constant pressure is the most important thing we can get, 

but &s the offense adjusts to our strengths, occasional stunts become 

„very effective. This is particularly true If a team 15 trying to 

© "fusts with splits In the line. By doing this, they are weakening 
ле area that we should take advantage of, It behooves each and 

-every one of you to recognize these compensations and know what to 

do to combat them. Don't stunt just to be stunting. Have a definite 

reason or objective. 


The best example of defeating splits Is when the offensive tackle has 
‚ widened up because the defensive end is beating him outside, the end 
jumps inside and blows, with the defensive tackle then covering. 


Variations are many and change with various teams. We will study 
hese Individually and determine the most effective type stunts or 
Oper adjustments. 


189 уои must know the complete defensive structure 50 that you are 
Bot in conflict with the charge or responsibility of a teammate. 


Keep in mind that in any stunt, one man is put in a primary position 
"do as much damage as possible but the secondary man's effort is 

nsible for turning him loose. However, recovery and second 

effort by the secondary man is invaluable. Do not go blindly, out 

of control and sacrifice yourself at any time. If at any time "sacrifice 
seems necessary, do it with aforethought and a sembalance of reason. 

when you are right you are very, very right, but when you are wrong 


you are horrible. 


"QU Hen and "P" Hen 
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Everyone in the Offensive Line blocks MAN FOR MAN, 
straight ahead. 


ISOLATE one man and block him OUT AT THE HOLE. This is an 
inside-out block and is usually the offside Guard pulling 
onside. 


One Lineman LEADS IN FRONT OF ANOTHER and they block each 
others man. This occurs between a Guard and Tackle. 


One man BLOCKS BACK and the other man STEPS AROUND and comes 
STRAIGHT UP INTO THE HOLE. 


А block where A BACK BLOCKS THE "O" MAN, This is usually 
the Fullback on the Defensive End. 


Designate the Onside BACK TO BLOCK THE 2nd MAN OUTSIDE OF 
LIN or RIC, This is usually the LINEBACKER, but could be 
LON or ROY, 


A block by an OFFENSIVE BACK ON AN "IU MAN to isolate the 
defensive lineman by initially trying to drive him out. 


One man FAKES A TRAP and takes his man INSIDE instead of 
KICKING HIM QUTS IDE, 


DOUBLE TEAM BLOCK by End and Tackle (EAT) or Tackle and 
Guard (TAG) on 0" Man or "|! Мап. We also refer to this as 
a POWER BLOCK and it is ALWAYS ONSIDE. 


This is a block by "Үү" or "X! on the VOY MAN, Usually the 
onside Guard or Tackle is pulling. 


у «Της Offensive Man attempts to block the Defensive Man INSIDE 
OR OUTSIDE FROM A HEAD ON POSITION, This is a form of turn 
out or turn in blocking. 


А HELP BLOCK by the NEAR BACK оп a Defensive Lineman or 
Linebacker by initially trying to drive him іп, 


This is a REPLACEMENT BLOCK that is used on the Full Series 
where the Fullback "BANG BLOCKS" the PIN Man, LIN OR RIC. 


ALL OFFENSIVE LINEMEN BLOCK SHOULDER TO SHOULDER to the 
Inside and drive the Rushmen backward. 


A block used to WALL OFF A DEFENSIVE AREA, Usually used by 
the Offside Tackle. 


The CENTER SLIDES to block LIN or RIC and attempts to CUT 
HIM DOWN, This is always an Onside block. 


A block designed for ''quick!! plays Outside and the "Z'" or 
"Хи Man POWDERS THE BU or possibly the "O" Man. 


This is a block by "У" blocking down on the "0" man and 
Tackle pulling to Block Stub. 


This is a block by "Y"! blocking down, Tackle releasing to 
the inside and onside Guard pulling to block at hole on Stub, 


Vor Cw bee о 


HE WANTS το GO. 


“pEFEAT THIS BLOCKe 


OE 
8 


2, HOOK BLOCK 
"Tue OFFENSIVE 


TACKLE BLOCKS STRAIGHT 
DEFEAT THIS BY 


OT TAKING A SIDE онт 
You MUST DELIYER A BLOW wiTH THE FOREARM OR HANDS 
IT DEPENDS ON THE SIT TUATILONe 


TACKLE TRIES TO KEEP TRE 


"OQ" Man AND TAKES 
CONTROLLING THE 
LOCATED THE BALL 


INTO THE 


YOU HAVE 


"Q" MAN FROM GETTING 
Is PLAYING TOO TIGHT OR 


SE OUTSIDE. ¿ONLY USED WHEN "O" MAN 

COLTS CRARGING 1NSIDEe no" MAN SHOULO NOT ВЕ CAUGHT, BUT IF HE 155 

РІМ on FIGHT PRESSURE TO THE OUTSIDE дно PURSUE. 

be TURNOUT BLOCK 

: TacKkLE TRIES TO KEEP tHe "0" MAN FROM CLOSING TO THE INSIDE. 
Tuis. CAN come FROM "М" BLOCKING ANO THE TACKLE TAKING INSTOE 
CAWAY OR DIRECT CONTACT TO INSIDE- THiS 15 DONE BECAUSE BALL 

ARRIER-MAY CUT BACK INTO TERRITORY OF "OQ" MAN IF TURNED LOOSÉEs 


«ΤΗΕ: PACKERS DO-A. 6000 дов ON 
Worx. your way, DOWN 
ACKLE MAY. SET FOR Pass TO 
OU. ЗЕЕ THIS, GET BACK TO 


ΔΝ 


Š. GROSS BLOCK 
UT Ἠσμαι RULE ror Tue Cross BLOCK 
Осо TACKLE THEN USUALLY GOES FIRST 
САМО: Keck "О" MAN OUT. "б" MAN 
: C AROUND BLOCK, CLOSE HARD. 
a RO SHORT YARDAGE, WE MAT 
4 М ARE GAPPEO ANO "О" 


£ Άν 


тніѕ. 90 
THE LINE OF SCRIMMAGE, 


INSIDE = 


XX MAY. Co MEN HEAD УР» 
po ME FIRST WITH TACKLE DROP STEPPING TO KICK 


eq 


00 NOT RUN AROUND BLOCKS. 
UNDER CONTROL. 
INFLUENCE YOU, THEN TURN OUTe 
DON'T RUN AROUND: 


ом 


1$ THAT UNCOVERED МАМ GOES FIRST. 
он "|" MAN. GUARO WHEL DROP FEES 
MUST NOT BE CAUGHT UP FEELD OR 

Set GUARD BACK INTO 5 oR 4 НОГЕ» 
TIGHTEN THE DEFENSIVE LINE SO THE 
[N THIS CASE, THE GUARD: 
nyt Men INe 


оск 15 PERFORMED WHEN A DEFENSIVE MAN IS CLOSING TOO 
jVELY TO BLOCK OUT. {к TRAP OR CROSS BLOCK HAS BEEN 
ALLED AND BLOCKER FINO "О" MAN TOO FAR OUTSIDE, GUARD WILL 
бок ."Ο" MAN RATHER THAN KICK НІМ out. iF THIS SITUATION 

и. = и if 
OtVELOPS, IT 1$ USUALLY BECAUSE THE "0" MAN HAS REMAINEO ON 


THE. 1.0.5. AND HAS NOT GOTTEN OFF THE BALL» BE AGGRESSIVE. 
FIGHT: BACK TO THE OUTSIDE. 


ΠΣ 


“DOWN: BLOCK 

Biock sy "Y" ок "X" on THe "O" MAN. USUALLY THE OnsioE GUARD 
OR TACKLE. IS PULLINGe PLAY 1$ wide, "О" MAN SHOULD REACT TO 
OUTSIDE ano PURSUE. IF OFFENSIVE END IS SPLIT AND ATTEMPTS TO 


Down. BLOCK, YOU CAN BEAT HIM ACROSS THE LINE AND INTO THE PLAY, 


te YOU ARE GETTING OFF THE BALL ANO MOVING. LISTEN FOR THE 
GALL FROM STUB on "Y" SPLIT. 


ME ом 
í EA р 


SHOULDER: BLOCK BY THE STRONG Back, OFFENSIVE TACKLE BLOCKS 
GOWN AND: SEALS SETTING UP "О" Man FOR NEAR BLOCK, | GUARD 15 
USUALLY PULLING AS PLAY IS DESIGNED TO со wide. "0" MAN SHOULD 


СЕТ ACROSS L.O.S. ano WORK LATERALLY, USING YOUR HANDS TO 
STRING. OUT THE PLAY. 


O LO O > 
A 


v Usuaccy PERFORMED BY THE " Orr" 


OCCASION, Like S.F. 49E P 
MEET TRABPER ER SERS. LAY 


AMO GET LOGGED. 


Guamo, Couto ВЕ THE CENTER ON 
IS DESIGNED TO GO INSIDE, 
INSIDE SHOULDER. Do мот WAIT ON L „Ошо 


DO МОТ GET TOO FAR UPEIELD 50 you GET KICKED 
T 
E 


ооф 


P.O.À. ANO MUST ВЕ REMOVED BY THE OFFENSIVE TEAMe 
. [Е You ARE BEING DRIVEN BACK, DROP TO THE 

SPIN OUT оғ A DOUBLE τελη. PLAY ONE OR THE 
PLAY THE LEAD BLOCKER, BUT DON'T TRY TO DEFEAT 

eO" MAN IS NOT DRIVEN BACK, THE SIZE OF THE HOLE 
co ey THE L.B. 


DESIGNED FOR PLAYS LIKE Toss om PITCH SERIES» WHEN BALL IS 
"TossED OUTSIOE, LOOK FOR A BLOCK FROM THE OUTSIDE, THIS BLOCK 
Gre τς SIMILIAR TO ^ Peet BLOCK BECAUSE IT CAN TAKE PLACE AT ONCE 
“ge DEVELOP LATE, DEPENDING ON THE TIMING OF THE PLAY, BLOCK CAN 
SOME FROM STRONG OR WEAK SIDE. {Т IS USUALLY ON THE BU, вит 


ВАМ BE ON THE "О" MANo 


ο... 


OFFENSIVE TACKLE SETS FOR RUSH OF "0" Mane THE MORE TIME THE 

d i CAN AOJUST. BE ON HIM QUICK AND 

= IF TACKLE KEEPS "О" MAN OUTSIDE FOR AT LEAST © YARDS, 
AN SHoULO DRIVE INTO POCKET LATERALLY TO QUARTERBACK. 


ue É ом 


QRAW BLOCK 
Tacks SETS FOR PASS ANO INVITES THE "О" Man OoUTSIOE, TACKLE 
` gan: For MAC, Guaro WILL THER κιοκ "О" MAN οὐτο ` WHEN 
P AN RECOGNIZES DRAW, SPIN BACK TO INSIOE ANO GET INTO 

ELL " DRAW, DRAW, DRAW" AS SOON AS YOU ARE surel 
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DEFENSIVE TACKLE om i MAN 


же 


ирт MAN MUST ADHERE TO THE SAME GENERAL PRINCIPLES AS THE "О" МАН 


TME iFFERENCE IN THE TWO POSITIONS IS THAT THERE IS MORE TRAFFIC ON 
THe ASIDE) REACTION TO EITHER SIDE iS IMPORTANT AND THE PASS RUSH 
rae ORE STRENGTH THAN SLASHING. Tag "|" MANS GREATEST ASSET 15 HIS 
1$ CKNESS, He MUST HAVE SIZE, STRENGTH AGILITY AND ALERTNESS, BUT 
w т HE MUST BE QUICK. 


agst IMPORTAN 
POSITION AND STANCE —THREE OR FOUR POINT STANCE, DEPENDING 
UPON PHYSICAL CHARACTERISTICS, HEAD ON GUARD, CROWO THE 


1.0.5. HAVE ENOUGH WEIGHT FORWARD TO MEET THE "M" BLOCK 
50 AS NOT TO BE ORIVEN BACK OR RAISED UP BY THE GUARD. 


в, "KEY" FOR THE "1" MAN IS A TRIANGLE FORMED BY THE CENTER, 
“> GUARD AND TACKLE. "1" MAN MUST ALWAYS KNOW IF BACK 15 
ON HIS SIOE. А 


O O 
A 


His 15 SIMILAR TO THE "О" MAN BECAUSE OF THE PERSONNEL 
iNVOLVEO { т.к», T < С - C ), AND TYPES OF PLAYS RUN AT 
"|" MEN, [T 15 IMPORTANT, AT TIMES VERSUS SPECIFIC CLUBS, 
TO REMAIN OFF THE BALL IN ORDER TO REACT TO ALL POSSIBLE 


COMBINATIONSe 


BLOCKING AT Р.0.А. ~ THE FOLLOWING BLOCKS ARE THOSE 
WHICH THE "]" MAN MUST BE ASLE TO SEE AND DEFEAT. ВЕ 


STRONG, ec ALERT ano KNOW WHERE YOUR HELP COMES FROM. 
NEVER GET ЗЕАТЕМ SO BAOLY THAT YOU CUT OFF OR PREVENT 
OTHERS FROM GETTING INTO THE PLAY. 


EFEAT. MOMENTUM WITH FOREARM BY CONTROLLING THE BLOCKER ANO 
LOCATING THE BALL. Usen on 27 М HUNCH, 37 M BOB, ETC. 


OQ 
A 


Usto ON PLAYS DESIGNED TO GO wide, SUCH AS 29 BIM. "|" MAN 
HUST se AGILE ano SHED BLOCKER. DO NOT cer TANGLED UP, CENTER 
MILL NORMALLY BE TRYING FOR LEGS, 


ο QA 


swipe BLOCK 


"2 REPLACEMENT BLOCK BY BACK FOR PULLING LINEMAN, WILL ВЕ USED 
ON PLAYS GOING wide, ALSO 29 FM GRACE, 21 RAM TRAP. 


O шур O O 
A 


&. HOOK BLOCK 


BASICALLY A CUTOFF BY THE OFFENSIVE GUARD. OFFERS FROM AN 
"M" BLOCK IN THAT THE GUARD WILL TAKE А SIDE. 


O O X 
A 
5. SWITCH BLOCK 


=> DESIGNED FOR 0-1 HOLE PLAY. Useo ον 21 & 40 RAM TRAP. 
" CLOSE HÅRD ano BE AWARE оғ Back VEERING THRU 4 & 5 Ное, 


© τ 
ΔΧΝ A 


TRAP BLOCK 


Desicneo кок O-1 & 2-5 Hotes when MAC 15 PLAYING DEEP ENOUGH 
For OFFENSIVE TACKLE TO BLOCK, ALSO ODD TRAP wHen МАС 15 


SHALLOW. 
us, CROSS BLOCK 
Об MAY BE useo with CENTER DoustE ΤΕΑΜ. REACT TO GUAROS MOVEMENT 


C*RYiNG TO HIT THE 4-9 HOLE. GUARD MAY GO FIRST, BUT GENERAL 
RULE IS UNCOVERED MAN ( TACKLE) GOES FIRST, 


X 


X 
A 


i 


Е INFLUENCE BLOCKING 
ΩΡ usen wiTH A NEAR END το THE WEAK SIDEe 
> сй 


INFLUENCE MAY COME FROM THE CENTER, BUT THIS 1$ PURE 
FORM OF M = 


δ SWIPE BLOCK 


НАКЕВАСК HELPS ον чүп MAN AFTER HE IS INFLUENCED. Useo 
© то 6000 ADVANTAGE ONLY WHERE L.B.S NOT KEYING BACKS. 


EN 


De. TACKLE INFLUENCE 
O-1 HOLE AND COUNTS ON TACKLES REACTION TO OPEN HOLE» 


S @ Ф®О 
00607 


7 Ае 


ER stock .. 


2 Orrensive PLEDE 3LOCKING FOR ENO RUN OR OFF TACKLE PLAY» 
* ΜΑΝ must FIGHT PRESSURE ano NOT BE COLLAPSED. 


oe 
т 


7 роџвіє ТЕАМ EAT оя TAG BLOCK 


: Ew Guaro & TACKLE WORKING TOGETHER TO CLEAR AREA, HOLO 
үн BE STRONG, try to SPIN OUT LATERALLY IF CAUGHT. IF 
e PUSHED BACKWARD, DROP TO GROUND. 


k: 


44, PASS 81055 
- OFFENSIVE GuARO WILL SET IN FORMAL CUP PROTECTION, 


O Q X 


42, PLAY PASS BLOCKING 
“oprensive GUARD Pie USUALLY"FIRE-OUT" AGGRESSIVELYe PLAYERS 
ОБТ LEARN TO "READ" BLOCKS INSTANTLY « 


| a.c WAGGLE ACTION 
— BACKS GO ONE WAY AND THE QB IN THE OPPOSITE DIRECTION, 


oro OWN OO 


в. ROLLOUT ACTION 
-. THe BACKS АМО QB iN THE SAME DIRECTION, STRONG OR WEAKSEO 


OID OOO 


SPRINT ACTION 


BACKS AND. THE QB IN THE SAME DIRECTION, BUT THERE IS NO 
Pivot BY THE ОВ. НЕ LEAO STEPS IN THE DIRECTION OF THE 
ROPLAY. Ὁ Š 


e— С) 
рвы 


ст ο ο oO 


QB USUALLY GOES STRAIGHT BACK AFTER FAKE. 


^ 


iw BLOCKS 
ыы $ оғ DRAW BLOCKING ARE ὧδξοος 
fet "T LEAD, AND о, PLAY ACTION, 


ye 
1 


pe TRAP BLOCKING 
"M" BLOCKING 
CEDE BLOCKING 
us | 2 -@ 
τ Ο xX OO 
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PLAY ACTION BLOCKING 


THEY ARES 


As 


TRAP, 


~ 
~ 
~ 
- 


locking on ''O!! Man and Tackle pulling to block 
{obs ify” Is split пон Man, by being quick off ball, can beat block across 
fta. ПЕ Y" Ps tight this is usually a tip апа "0" Man must now fight through 
w spin out of block, Listen to Stub for calls. 

fanple: 39 FLIP В GRACE. 


EUM is а block by ''Y!! down b 


Sarda t block by Y on "09 Man and Tackle blocking down on the "|" Man or МАС. 
Sy for 1 take Stub either way, "OU Man, by being quick off ball, can wreck this 
i азе Do not be fooled by Tackles inside release. Your key is the Guard 
νε, 209 YOU to the play. 
$ 27 FULL GRACE, 


| 
A 
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VS. THE REDSKINS 46 DEFENSE AND THE WAY THEY ARE BLOCKED. 
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NEBACKERS AND DEEP BACKS 


PASS DEFENSE 


CHECK POINTS 


OOOO O OO nm о 


THE WASHINGTON REDSKINS 


CHECK POINTS 


uickness we 
reflex needed 
to speed in the sense of 
ng fast for 100 ards although such men might also 
Therefore when we refer to your ckness as a defender we mean 
or parts of it from one place to another more 
restricted area of the. football field. You have 
our quickness. |t is up to you t9 work on it. 


ance will help you to be physcially and mentally alert. 


proper st 


ont become careless in taking your stance. Work for "Cat-like!! reflexes. 


g. Position of Body and Arms. 


Knees bent. 

Hips are lowered. 

"e, Weight on forward foot and balls of feet. 
d. Shoulders forward. 


Hands hanging loosely. 
iver and on the 0.8. 


Eyes focused through rece 
Alert, but relaxed. 


Pero - 

tice running with knees inward and iooking over the inside shoulder. 
ider when going after a long drive. Develop 

g this way. Lou & Rose should work on 

a Goal and is a necessity 


js 15 similar to an outfie 
ability to sprint when runnin 
after practice. It is footwork in covering 


"playing the Packers. 


ry defensive back on our team can improve his recovery and reactions 


being LOWER. Exaggerate your lowness. 


crossing feet, stumbling, taking extra steps, 35 the result of your 
ootwork.. When a back falls oF stumbles it is the result of poor footwork. 


we gel | 
Мһе Баск pedaling, lean forward, so that your shoulders are over your feet. 
not lean backward, because you cannot stop or turn quickly. 


Practice your shuffle and glide steps from side to side. DON'T GET TURNED 


199 soos. 


Don't get turned on the first fake and don't go for the first fake. 


i£ misjudge deep passes. This is an art and must be practiced. You 
s work. A good rule to follow is to take one extra 


pon 
for the ball. Watch the ball all the 


don't get enough of thi 
ste before you commit yourself to go 


way and only play the ball. 
when covering an OUT use the proper footwork. We have drilled to stay tight 
“with, the receiver. This applies to Lou-Rose and Sam. Don't lose ground 
"because of improper footwork. 
3 “practice running backwards every day so that you can improve. Learn some" 
day to make you а better pass defender. 


"thing every 


10 Never let anyo This is the WORST mistake you can make. 


— 


ne get behind you. 


se must take advantage of the side lines. If the ball is on the 
и are covering а receiver who is stationed near the sideline, 
h your inside foot back. in this way you can view the entire 


Qo wies 
APPROACH & POSITION 
hen Lou’ and Rose are playing a HITCH, 
the inside fake, and have him turn outside of yo 
- Homer Jones likes this maneuver. 


force the Р.О. inside. Don't go for 
и where there is no help. 


Te туна 
2. when playing ап OUT make sure you go through the receiver from outside in. 


e on 7 & 8 man DOGS so the quart 
f lining up too deep and 


Hove. up clos erback cannot complete the short 
passes. We have been guilty O then retreating. 
e of pass thrown. Main- 


You have been told the proper osition for each t 
111 be able to increase 


tain this proper position on the receiver and you w 
your; effectiveness. 
s allow you tO 


a Remember the position you maintain on the receiver must alway 


ntain vision on the passer. 


} Нечег let the receiver get closer than three yards. 
RL, STOP, HITCH, and you have 
ach across farther by using 


to knock the ball downward. 


IN AND OUT, OUT AND IN, CU 
nside, remember you can re 
addition you have more force 


еп: playing an OUT, 
proached from the 1 
nside arm, in 


Lou; and Rose force the runner inside on wide plays and make him cut back 
e you have help. 
but do not decrease 


merely drop back another step, 
18 on receiver. 


ο When a receiver fakes, 
Try to keep an outside ang 


г speed ог get turned. 
too far. 


You can get too close 85 well as you can get 


ape The distance you play from your man varies with his ability and your ability, 
: plus down and yardage. Usually receivers that do not have great speed and 
depend upon faking to get open are bothered by being played close. 


712. Bounce a receiver occasionally to make him aware of what is coming next. 
; When you decide to cut him down make sure you don't miss. 


tal if a receiver is coming at you full steam you must give ground rapidly. 
Don't let him catch you waiting for a move. Learn to judge his approaching 
speed. 


“Get in the habit of covering your receiver closely and staying tight on him, 
Hound him all over the field. You will find that it is actually easier to 
cover this way once you get the practice. IF YOU PRACTICE PLAYING HIM LOOSE 
:YOU WILL PLAY THAT WAY IN THE GAME. 


Once you start up to stop a play -- you must be aggressive and not hesitant. 


: When going after the ball and you have the receiver covered, but are directly 
behind him, try to keep one arm on each side of the receiver as you go 
through.his shoulders to the ball. Since almost anything is allowed if you 


play the ball, the defender should go through the receivers shoulders and go 
for the ball rather than the arms, or try to tackle. 


117.5 When covering "7 or ИХ" on a Fast Goal or Goal you must narrow your angle. 
: You may have him covered, but will be two yards away with the same alignment 
unless you get in his path and narrow your angle. You then force the 
receiver to shorten his course and as a result present the quarterback with 
a different picture. As a result you are in a better position to cover. 
This applies primarily to Lou & Rose. 


TACT POSITION 
“The tact position is the correct position a defender should have on a receiver. 


relationship to the receiver should be a 2-3 position. Two yards outside 
lateral): and three yards vertical' depth when covering. 

lways remember, the position you have on a receiver is everything on pass defen 
п certain situations depending upon down and distance, the tact position will be 
22... One" yard outside (lateral) and two yards in vertical depth. 

“THE MOST DIFFICULT POSITION TO MAINTAIN IS THE VERTICAL POSITION, 
Hore defenders are beaten because of this than any other factor. 


our Position on the Receiver while you are covering, and the ball is in the air, 


715 known as the Flight Position. 
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| - 2 TACT POSITION 
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This 1-2 Position Depends Upon: ^ ' 2 yds 
9 Abilities of both players P 
Down and Distance A 
c) Area on the Field. 
Я! This Is the basic Tact Position. D 


2 - 3 ТАСТ POSITION — 
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This position Allows You ` 2 và 
to Look THROUGH Receiver X = уч 
into Quarterback, 


ΤΩΣ’. (Cannot see both 
^5» Receiver δ QB) 


XOU VERTICAL POSITION 1$ THE MOST IMPORTANT WHETHER IN ZONE, OR 
ВАМ FOR MAN, AND INVOLVES ALLOWING A RECEIVER TO GET BEHIND YOU. 


WING THE BALL 


Always play the ball at its highest point. 


when the ball is in the alr, play the ball, not the receiver, and play it 
aggressively. 


Aggressiveness is one of the hardest things to teach on pass defense, it 
starts In practice against your own teammates and with helmets. 


бо up with two hands to break up а pass - two hands are better than one. 
Never play a hook until the ball is thrown and then belt him hard. 
Knock the ball down toward the ground, not up in the air. 


` when the quarterback attempts to over-throw a receiver stay after the ball, 
you may be able to get an interception. Don't quit. 


Remember, you have equal rights for the ball once it is in the air, so play 
` rough, but always play the ball not the man. 


Here is something that can really help you. Practice developing a ‘burst 
of speed" to the ball once it is in the air. Five or six strides with quick 
recovery at near top speed is a tremendous advantage. 


There will be times when you cannot get two hands on the ball and will be 
forced to use one hand, When you use one hand there is a tendency to tip 
‚ the ball. Make sure you knock it down toward the ground. 


Converge on the bell once it's in the air. 


, Gamble a little, but know when to gamble. (Cannot do it consistently) 


Look through the receiver into the passer. 


-Be:rough and aggressive many of these receivers are inclined to be timid. 


“Make them respect you. 
,Be ready - to intercept a pass if it's deflected ---- don't quit. 


Yell ball, ball, ball, when a teammate is covering on long passes and has 
shis back turned, Don't yell too soon because your teammate will turn to 
look and this will slow him down. 


“Try to improve your peripheral vision in practice. All good defenders have 
this, 


There are times when you may have your man covered but, due to the type of 
-- pass thrown, it will be completed. A technique that is very effective, is 
^2 to slap at the ball, before the receiver can put it away. In most instances, 
E he will drop the ball. You are still in position to make the tackle if he 
holds the ball, Perfect this technique when covering your own receivers 


"Quick hands are а great asset. 


H 
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INTERCEPTION 


= > Watch the interception into your hands and then put it away. 


2}; Yell FIRE оп an interception. 


Practice making interceptions above head level. If you take it lower and 
мате, спе receiver will usually get it. Washington of 49ers, Pearson of 
Cowboys, and J.D. Hill of Lions are excellent at this. 


when making. ап interception in а crowd be sure to twist at the same time 
"your opponent is attempting to get it away from you. You will get the 
ball every time. 


` if we have two defenders covering one receiver, the one who is in position 
to intercept should yell "ту my" meaning my ball. The other defender is 
right there and does not let up, but is ready for a deflected ball, block, 
or to help in any way. By doing this we will not be knocking each other 
“off, and also increasing our interception chances. 


6. Watch the nose of the ball on long passes to improve your judgment as to 
зол. timing for an interception or to break up a pass. 


27, After an intercept ion most tackles are made by the intended receiver. 
"31. The nearest back should block back on the intended receiver. 


When you get an interception, go for the nearest sideline. Your yardage 
z. return will be greater by heading for sidelines. 


deep as the deepest and as wide as the widest man in your zone. 


Always keep your receiver far enough in front so you can see through to 
"the^passer. 


Never break until the ball is thrown. 


-Inizone coverage, carry а receiver approximately 5 yards and do so 
cautiously. Watch for a crossing man into your zone. 


[Е two men come into one defensive man's zone, the defender is responsible 
for the deeper man of the two. 


1 if you see two men coming into your zone yell "Help, Help, Help." 


; Don't worry about short passes being completed in front of you. They may 
bring first downs, but the long ones will bring the touchdowns. 


"Stop the "HOME ВОН" pass. There is no reason for this type of pass being 
Completed against a zone. 


‘Look throu h the receiver into the passer on any zone defense. There is 
po need to switch in a zone. В 


16. А11 deep backs and linebackers in a zone should see the ball leave the 
dm passer's hand. You should not be turned before a minimum of 15 yards. 


de TALK < TALK - TALK. This will improve your coverage and allow for the 
"necessary cohesion among the deep backs. REPEAT EVERYTHING THREE TIMES 


"nd loudly so that it can be hears. 


i. Stops the "HOME RUN" pass. 
: — A, Cardinal Rule of zone is to never let a receiver get behind the 


ç defender, this helps stop the long TD pass. 
> Be Drop-back action of zone defenders makes it less possible than 


in other types of coverage. 


, ΝΠ. 
25: The zone defense is simple to learn because the defender has: 
A. An area to cover rather than an individual 


. B. Plays ball from the time it leaves the passer's hand. 
°С. Not distracted by receivers action as much because of this. 


3.2 The defender in the zone has а clear picture up front which allows him to: 


ТА: Diagnose running plays from pass plays. 
B. Diagnose pass plays from running plays. 


The zone pass defense bas good depth which helps keep secondary from 


committing themselves forward. 


“Less speed is required by defenders in the zone because they are covering 
an area rather than an individual and play him loose. 


ZONE DIS-ADVANTAGES 


Short zones are usually open for passer to complete all types of short 
passes. 


"Ап area is left between the linebackers and secondary when the deep-backs 
Start retreating immediately because the linebackers cennot drop back 
fast enough. 


‚ Delayed passes are effective against a zone. 


Hook passes and flood passes are effective against a zone. 
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TONE DIS-ADVANTAGES (continued) 
ο σσ 


| Wagale passes and running passes are effective against the zone. 


All types of screeners and draws are effective against the zone defense. 


7. "Unless experienced, the deep-backs have problems trying to cover width of 
с the field. 


MAN FOR MAN 


re "when using man for man coverage it is more difficult to get interceptions. 


However, you must use point vision on the receiver and peripheral viston 
on the quarterback. р 


23 "A bad habit when using man for man coverage is to focus so much attention 
on the receiver that you are never in position for an interception or you 
` ; never see the ball In flight until it is too late. 


3: “When we are using man for man coverage, it is better to play too loose 
than too tight because it is easier for the quarterback to throw the 
"home rum pass. 


k. Man for man coverage is "по stronger than its weakest link"! (deep back) 
therefore, we must devote more time to perfect our coverage. Stay after 
a practice and work on your weakness. 


258. it ls essential that you talk ...when using man for man coverage. You need 

“all the help you can get and it Is absolutely necessary to work as a four 

- man unit. You are like out-fielders in baseball, You must develop team 
work. 


“There are patterns that we will have difficulty covering unless we "switch". 
Always make your preliminary calis. 


Since it is easier to fool the defender you must develop your footwork to 
perfection and always be on balance. if you can cover in our "опе on one 
.drills" you can certainly cover him in the game. Don't be concerned abcut 
pass completions in this type of drill, but work for position on the 
receiver. 


; Remember during a game you never have time to really think out an of fensive 
x pattern, Instant reaction is demanded. This will only occur from constant 
“drilling and is a must with individual coverage. 


9. ‚ if you find that 8 receiver 15 continually getting too close and is upon 
EG you before you can react, most likely, you are watching back fieid action. 
2'Wever be fooled by play action passes. Remember with man for man coverage 
you must use polnt vislon cn the receiver and peripheral vision on the ball. 
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RU. PF HINTS FOR ALL DEFENSIVE BACKS 


if you are having trouble covering а roceiver, here is something that may 


help you. Concentrate solely on the recelver and nothing else, until he 
“breaks. CONCENTRATE OM HIS BELT BUCKLE, not his feet or head. 


Many times a defender is beaten and faked because he is attempting to cover 


“too much with his eyes, for example, the quarterback, offensive lineman 
and the receiver. 


After the recalver breaks and only after you get in stride with him, should 
“you look back for the ball. Your teammate will help you by yelling ball: 


Try this In practice at training camp, and see how it affects your coverage. 
This applies primarily for Lou and Rose. 


š Practice running backwards by Increasing the distance from 10 yards to 20 = 
:2730 and even 40 yards. We will have races going backwards without turning. 


Practice funning backwards every day. You cannot get too much of this. 
;There will be periods when we omit this because of other items, but in order 


for you to ος your footwork and coverage, you must run backwards every 
> single day 


26, . You will be amazed how fast you can run backwards and still cut if you 
-- practice every day. 


One on one (1 on 1) is still the best single coverage drill in football. 
Regardless of the type of pass defense, and even in a zone, it still involves 
man for man coverage. If you do not get enough | on |, stay after practice. 


You must remain sharp, and need this every day, especially early in the 
= week. Do this versus a receiver, 


LINEBACKERS 
The greatest area of improvement that our linebackers can make is to never 


urn: your back on the quarterback when covering. You will get many more 
Interceptions if you develop this practice. 


e faster you can get back the more time you will have to recover and play 
e ball. Always look through the quarterback as you retreat in Z coverage. 
If-you do this you will get interceptions. 


: Gang tackling is the most demoralizing maneuver in football and is a must 
лог a good.defensive teams . The linebackers are the leaders in gang 
tackling. 

- Evary pass that a racelver catches make him bleed. Don't forget you can 


7 Punish the other team much worse on defense. Маке him cautious the next 
¿otima ha catches а pass. 


Sprint back to cover your area and break at the proper angle. You must be 
Under control at 1C yards sc you can react without taking extra steps. Don't 
lose ground by breaking at ths wrong angle. 


80. 
1NEBACKERS (continued) 
pios EM 
$ Our deep backs will communicate with you on two calls "in, in, in," "out, 


out, Out," You must also do your share of talking to help them. 


There is a tendency for the linebackers to get caught in the backwash on 
48. This is due to not getting enough depth. in addition, you sometimes 
are not getting enough depth when stunting. 


when you lose sight of the ball, stay at home. The Packers have taken 
advantage of this. 


- TACKLING 
SR when tackling in the secondary, be sure. Sureness 1$ better than how hard 
you hlt them. 


ward off blockers with your hands. Try to hit and sift through blockers. 


when defending the open-field, play blockers as long as possible. 


ў he if the weakside tackle is downfleld the possibility of a pass is eliminated. 
^7 Sam, especially must develop peripheral vision of this type to immediately 
>. Tecognize a run or pass. Do it while working against our offense, 


Never, never take for granted a man is tackled. 


© On hitchs, hooks, curls and all short passes, hit the receivers hard. Jar 
him loose from the ball, Make him "hear footsteps". 


: If a receiver catches а pass in front of you, tackle him hard enough so 
that the next time he comes out he will be cautious. Tackle him just 
"below the numbers If he 15 coming head on, or on the small of the back If 


the Is reversed. Drive upward hard, ро not go to your knees, 


1 . your receiver doesn't get up right away after you tackle him you will 
Increase your effectiveness in covering him the next time. Slow him down 


by jolting tackles. 


GOD EN RULES OF TACKLING 

— You must have and develop a deslre to tackle the man with the ball. 
. Don't reach for the ball carrier, (hit through him) 

Я 3. Head up. (You have to SEE the runner to tackle him) 

: Bee Follow through. (Don't stop until the whistle sounds.) 


E Lock hands or arms! (Then you KNOW you have him.) 


С Keep eyes open. (Blind men can't tackle.) 
—.V 


8t. 
GOLDEN RULES OF TACKLING (continued) 


77.7 Study your opponent. 
o]. sey ΥΣ Ες 


— ТВ, Try to be one jump ahead of your opponent. You must always know the 
: —. following: 


8. Down 
b, Distance 
с. Score 
d, Time 


: À ae і 


4 Yell "powder" on crack back blocks on the weak side and on the strong 
S"s]de. This applies to Lou and Rose. 


Remember “plaster'! when the quarterback Is scrambling. 


As soon as anyone on defense sees that a pass play is on he should yell 
"pass, pass, pass". 


h, Аз soon as anyone on defense recognizes that a screen pass is on he should 
yell "screen, screen, screen". 


#5, On the hitch, stop, and curl maneuvers with a back tralling the receiver, 
the pass defender should try to tle-up the arms of the receiver as he may 
lateral. If unable to do this you should belt him hard in the middle and 
fumble could result. He is stepping backward as he makes the catch and 
you hit him hard enough a fumble will occur if he attempts to lateral. 


27 On stops, hitchs, etc. be alert for "tipped balls", when the receiver has 
;been tackled quickly. This is especially true If the ball has been thrown 
š 5; above head level, 


“yell "ball, ball, ball", when your teammate is going after a long pass and 
his back is turned, This alerts him that the man he is covering is the 
“Tatended receiver and that the bail is in flight. 


© Be: cautious in running up to a pile up, because the runner might push off 
spin out. Walter Patyton of the Bears is good at this. 


"Play everything as а pass until you are positive It is a run. Then yel 


sirun, run, run." 


Lou and Rose yell over, over, over, on post and pow 


ns Sam yells cross, cross, cross On Y. 


EIS Direct your linebackers by yelling "in, In, in," or "out, out, out,!! when 
Covering curls and hooks, You must Communicate with them to improve your 
coverage. 


;When Lou or Rose is on the weak side, never allow a receiver Co sneak 


behind you. Deepen your angle. 
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ALERTS (continued) 

Always be alert for fumbles, and never take anything for granted. 

watch for tip-offs. Every recelver and back has them. 

The preliminary call for a switch Is far and near. The call on the strong 
side is switch, switch, switch, and this must be answered by бат before the 


¿YU switch is on. The call on the weak side Is "take, take, take," and again 
must be repeated by Jill. 


— 


if your man attempts to use a stop and go maneuver, come up and hit him 
рага. Since the ball is not in the air this is legal, You eliminate the 
r pass maneuver completely this way. 


СЕ ТАКЕ PRIDE IN DEFENSE ABILITY 


2 Every deep back must take pride in his coverage and other defensive skills. 


_ Our major defensive strength lies in Not making defensive mistakes. 


ΓΑ good defense will keep any game respectable. There is always hope for 
victory when there is confidence in the defense, even when behind by a 


close score. 


Remember the Defense can score 5 ways, and the Offense only 3 ways. 


DEFENSE CAN SCORE OFFENSE CAN SCORE 
1. Blocked Punt 1. Pass 

2. Fumble 2. Run 

3. Pass Interception ae Field Goal 
h, Safety 

5; Punt Return 


Jiu should be the "spark plug" of our pass defense. He should be the 
leader in encouraging others to talk. He should call out the down and 
distance so the other deep backs can hear him, "Second and Twelve", etc. 


hen JIE} is free he should see the ball leave the passer's hand. This will 


—- I 


enable him to get more interceptions and increase the distance he can cover. 


;,When Jill is free, he should jncrease his depth, so that he can extend his 
τὰ coverage. 


И should study the actions of the passer to know quickly where he will 
; throw, Watch the eyes of the passer. 


; Remember, confidence is essential for good pass defense. when the ball is 


In the air it belongs to the defense. Help give your teammates confidence 
by being positive. 
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* (continued) 


Your approach and responsibility on wide plays to the 'W'' side is very 
important, Your approach must be made to the outside of the ''0' man on 
your: side. The side back will always turn the runner inside to you because 
his approach is outside. Therefore, you must always keep an inside angle 
on the runner so that he cannot cutback inside of you. Do not Cver run the 


lay. We have been guilty of this in the past. McCutcheon of Rams is a great 
E ack artist. | 


: τ 


“yoa must take extra practice on playing the ball so that you will increase 
your interception distance, If you find that you are just missing an 
Interception or arriving a step late you must improve your interception 
distance, Ask one of the quarterbacks to throw you a few long passes after 
practice each day, Five minutes a day will pay dividends. 


“When you are free you will find it advantageous to play the pattern at 

times. This comes with experience. You can then leave an instant before 
the ball is thrown and go to the intended receiver. This increases your 
“chances for an Interception, 


„Оп three deep defenses Jill should support on wide plays, he is in 


> excellent position to. In the past he has been delaying and is picked off 
. by Pow. 


¿Your approach and responsibility on runs to the strong side is most important. 
“Always make your approach slightly to the outside of the Pi when he blocks. 
You must play everything as a pass first. However, when you recognize a 
un you should "fly up! but be under control to make the tackle, The side 
back will turn the play Inside to you, therefore, you must approach from 
ап, inside angle on the ball carrier. Do not come up too wide and over run 

в play. Del Williams of 49ers is especially effective on this to your 
rm He does not have the necessary speed to sweep wide, but relies on 
etting up a cutback, 


am PUT .key the HB looking through the offensive tackle and guard. This 
"will enable him to quickly diagnose the run from the pass and whether to 
help from Jill, as he also is keying the same back. 


may find the receiver 15 continually getting too close and is almost 
past before he reacts. When this happens, most likely you are watching 


the backfield action. Never be fooled by play action passes. You must 
develop a ''happy medlum" between check points #2 and #3. 


n You must develop the habit of talking to your linebackers. They can help 
“5ο much on curls, hooks, etc. if you will Tet them know where the receiver 
: Is. Check yourself on this. 


* When the PI blocks and no back releases, you are free to read the quarterback 


and play the ball, Ве sure you have communicated with Stub before you do 
th 15, 


“eau (Continued) 


6, Perfect your footwork for the "Steel" pass, the "Cross" pass, the 
C^Look[e inside of Stub and the Lookie Outside of Stub, These 


— are the ones you will face most frequently, 


You are usually covering the blggest and strongest receiver, 
People 11ке Jim Mitchell and Jackie Smith cannot be wrestled to the 
ground effectively, because they will usually carry vou. We 
.. experienced this in the past. You must hit them low to bring 

‚ them down, 


7 REMINDERS 


1, When our offense Is running plays versus opponents defenses make 


sure you get something out of practice. Take your stance and play 


every run and pass. { is almost impossible to get too much work 
on pass defense. Pass defense is your bread and butter so take 


advantage of the time allotted and don't loaf. 
in no other phase of football can one mistake be so costly. There 


is nothing more discouraging to our rushmen and the entire team 
than to have a hard earned point margin wiped out because of a slow 
reacting man on pass defense, This is also the phase that is most 
difficult to teach and one which requires a great deal of time and 


continual practice. 


We can teach play recognition when viewing film by running the play 

back and forth before its completion, The deep backs will call out 

; run or pass, This 15 valuable training and wil help you get more 
out of the film, 


D Know the receiver you are covering, Study him in all the film we 
Са Know his strength and know his weakness. 


: Study other deep backs when lookIng at film of teams who have 


already played our next opponent, Don't be a Spectator and always 
watch the ball carrier or passer. 


every time there Is a pass completed on you someone is at fault, 
know the reason and study your footwork in the film 


«A projector 15 avaliable whenever you wish to devote extra time to 
View yourself and others. Deep backs should analyze film the same 
а5 a quarterback, 
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i d 
“FILM (Continued) 


` When reviewing the movies of previous games, check your footwork to 
see if you made any false steps in covering. 


suono 
“pass defense men are graded mainly for positioning. 
(A) How close you allowed a receiver to get to you. 


(B) Playing the receiver too loose so that it is 
impossible to break up the pass. 


(C) Your position on the receiver when covering a 'Goal'!, 
when covering а 'Steel'', when covering a "'Cross!', etc. 


(D) Whether receiver got to your outside. 


(E) Whether receiver got to your inside. 
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ENTAL ASPECTS 
MENTAL ASPECTS 


=} ο worry about pass completíons, but think only of stopping or 
intercepting the next one, If you must give ground, allow it 
between the 20 yd, lines, Remember the field of play will narrow 
: and give you more advantages while restricting the offensive area 
7 inside the 20.yd. line, 


Expect offensive errors and be mentally alert and ready for them 


δι αἰ] times, 


`А good defensive back must have confidence in himself and the 
“players next to him, EE UC A QE 


A good defense wlll win the close games. 
—_—_—_— 


C ТЕМ: COMMANDMENTS OF PASS DEFENSE 


1. Matching the team while In the huddle and as they break from the 
и. huddle, 


Calling (Sam's responsibility) formation and its direction, 
“STALL is Strong Left and STORR Is Strong Right. 


Lining up in the correct place with the proper aligment. 


- Calling the Individual responsibility or the zone responsibility, 
knowing when you have help and how to use assistance, 


Indicating, when called upon by the coach, your play responsibility 
whether pass or run, 


Recognizing and calling out the pass pattern, Yell Steel, China, Etc. 


г. Getting correct position on the receiver and maintaining that 
s Position, 


; Moving in for the pass interception and playing only the bail, 
s felling Fire" for the Interception. 


E : 
30. Blockin for the Interception, Don't look back for someone to 
οτος block, but knock down AE nearest opponent, The deep backs 


; Should get a block on every Interception. 


-- ТЕН COMMANDMENTS OF PASS DEFENSE (Continued) 87. 
eer ee ee ee 
(summary of & elements) 


E 1: you have these four, we should have a strong pass defense. 
1. RECOGNITION of the formation and where to line up. 


2. Knowing the individual RESPONSIBILITIES or the 
zone responsibility, 


3. Getting into POSITION ON THE RECEIVER, 
= Lh. Moving in to INTERCEPT the football. 

SUMMARY 
THE SECRET OF ALWAYS HAVING PROPER POSITION ON THE RECEIVER IS TO 
NOT LET THE RECEIVER GET YOU TURNED UNTIL HIS FINAL MOVE, BACK= 
PEDAL, SHUFFLE ANO GLIDE BEFORE YOU EVER TURN. YOU MUST DEVELOP 


СС THIS AT TOP SPEED, PRACTICE THIS EVERY DAY TO REMAIN SHARP AND 
: IMPROVED, 


Great pass defenders are a combination of the following: 
a. .AGGRESS IVENESS 


b, QUICK REACTIONS 


с. ALERTNESS 


d, LOOKING THROUGH THE RECEIVER INTO THE PASSER, 
e. ALWAYS HUSTLING WHEN THE BALL IS IN THE AIR, AND 


DETERMINATION TO GET THE FOOTBALL, 


ere are 311 check points on these sheets. 
How many do you know and how many can you perform? 


FUNDAMENTALS 


The role of fundamentals is a very vital one, The ability of your players 
>) to master fundamentals will determine whether you have an average or 
+: Successful season, THERE 15 NOT ONE CHAMPION OF ANY TYPE TODAY WHO HAS 
Hor MASTERED THE FUNDAMENTALS THAT ARE RELATIVE TO HIS OWN AREA, 


Practice of fundamentals is time consuming, trying and tedious hard work. 
M ty can be mastered only by trial and error. It is Imperative that they 
PG done over and over so that they become automatic. 
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8, LINEBACKERS 


8. 


wu De 
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GENERAL 


Remember you have a job to do on every defensive play regardless 

of whether the opponents choose to run or not. You have а definite 
job to do as the play develops. If you foilow instructions on each 
play, you should be a factor in almost every play. 


STRONG SIDE 


|. Your first responsibility is a running play outside your 0 man. 


2. Your second responsibility is buzzing to the Out Zone.-- watch 
the passer as you do it. 


3. Delayed men in the flat on your side are your responsibility. 
h. if no men come out in the flat -- give ground backwards and 
work to the inside as you watch developments -- but always be 


thecking on the flat. 


5. When a reverse play starts -- the side on which the ball ends 
up is considered strong side. 


6. Jam -- shove, push, grab, bounce any receivers that come close 
to you as you carry out your assignments. 


7. On sure passing downs == line up deeper and wider for pass 


defensa unless the defense calls for you to Jam a receiver or 
to DOG. 


WEAK SIDE 


| d. Your first responsibility is а running play inside or outside 


of your 0 man. 


2. Your second responsibility is buzzing to the Out Zone on your 
side on passes. 


3. Run backwards at an angle -- watching the passer. 


ц. Keep receivers from getting deep down field by bouncing, grabbing 
or shoving them. 


5. Weakside screens are more effective than Strongside screens. 
You MUST TURM THEM INSIDE. NEVER let a screen get outside of you. 


jd. FENSIVE PLAY VS, Pi ("Y") AND NEAR ENDS, 
1. STANCE. 


3. 


(A) Have your Inside foot up. Usually employ a 
two-point stance, except in special situations. 


(8) Face slightly Inward so that you will be able to 
see any offensive movement or movement of the 
ball. (There Is danger of being hooked If you 
turn in too much). 


(С) Be set in your stance. (You should be ina 
position where there Is no delayed movement 
before going forward to your point.) 


DISTANCE FROM O MAN. 


(А) The distance will vary according to the defense 
called and the formation used by the opponents. 


(8) Usually line up as close to your 0 as you can 
without subjecting yourself to being "hooked" or 
"turned їп", (You can play closer If you don't 
face in too much). 


GETTING TO YOUR POINT. 


(A) Your point should be right behind the offensive 
line of scrimmage. (Таке a medium, controlled 
stride with your inside foot.) 


(B) Ве low when you reach your point. (Don't raise 
on your first step.) 


(С) The quicker you get to your point, the quicker you 
can start your next movement. (Your Inside foot 
should move simultaneously with the center's hand 
or with any offensive movement that precedes the 
center's snap.) 


THERE ARE Two STAGES TO YOUR CHARGE: 


(A) Initial charge to your point wherein you diagnose 
the play. (You must be under control at the point.) 


(8) The secondary charge or going to meet the play once 
you see it being developed. 


There should be no pause in your charge if the play 
has developed at the end of your first step. 
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HEETING INSIDE PLAYS AT THE POINT OF ATTACK 


(А) 


(B) 
(c) 


(9) 


(Е) 
(F) 


The success of stopping the play will depend on: 
(a) Quickness in getting to your point. 


(b)  Quickness in diagnosing the play. This 
comes with study and practice. 


Keep low and close the inside fast. 


Go to meet the blocker. Play through him and keep 
your feet moving as you make contact, 


Strike a low, lifting body blow on a trapper on 
trap plays. 


See. the ball carrier as you play the blocker. 


Play the onside guard or onside tackle with your 


hands at all times if he pulls to your side, String 
the play out. 


HEETING OUTSIDE PLAYS. 


(A) 
(8) 


(0) 


(Е) 


(F) 


(G) 


Be under control at the point. 


Don't allow yourself to be hooked in at or near the 
point by one blocker. You can't afford to trade one 
for one. 


Don't anticipate outside path of ball carrier. Close 
inside first. Don't change your direction until you 
actually see the ball and ball carrier outside you. 
Then до out laterally or obliquely backward and out- 
ward and get in position to make tackle if ball carrier 
delays or cuts back. 


Опса you are certain you see the ball, be sure to not 
be outside the ball carrier. Play off blockers and 
prevent all carrkers from cutting back inside you. 


Force the runner and blockers as deep as possible so 
that your teammates have a chance in the pursuit but 
don't open gate too soon or too wide between your 
position and that of your O Man. 


Make the tackle If you can, but don't go around blockers 
to do it. 


Always keep your hands In front of you to ward off 
blockers and use footwork to avold blockers. 


9I. 


(H) Don't crash your way over blockers on wide plays 
or the play Is likely to be too far past you by the 
time you gain your control. 
2 
(1) Don't make yourself vulnerable to being hooked by 
turning in too much. 
(J) On QUICK TOSSES, on which ball is immediately n 
exposed, change normal tactics by taking an oblique 
Tine out to where you can meet the runner from the 
outside. 
7. PLAYING INSIDE PLAYS AWAY FROM THE POINT OF ATTACK, 
(A) tf either the Fullback or Halfback go up the middle, 
hold your point until you see the ball, then take a 
pursult course where you will be a factor in the play. , 
(B) By going too deep behind the offensive line and chasing 2 
the play, you eliminate your chances of making the ] 
tackle. 
e 


8. PLAYING WIDE PLAYS AWAY FROM THE POINT OF ATTACK. 


(A) when you are sure the Flow of the Backs Is away from DC 
you, and there is no Back in position to execute a τα 
counter play; do not chase the play to the opposite το 
flank behind the offensive line == "slink! behind your 
oan line but always expect a counter play. 1 


` (8) Make sure the play isn't coming back to your side 
before you "slink" behind your own line to cut off 
the runner, 


(c) As long as there is a near back on your side, whether 
strongside ог weakside, you must be cautious when 
leaving your SPOT, 
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RUN HOLE RESPONSIBILITY CHART FOR MAC 


*Fill off tall of "о" Men 


61 TITE INSIDE . 62 TITE INSIDE 


O O 
\С/О ОЁ роо» 
E A A, Д 


O 


*F111 off tail of НВутзн ЖЕТЇЇ off tail of "BU's" 


i^ 
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REDSKIN DEFENSIVE PHILOSOPHY -- 1977 = 


To be the No. 1 defensive team in professional football, we must improve 
ur playin specific areas over our 1976 play. We must also continue to 
ollow certain basic principles which are MUSTS for any alert, aggressive, 
isciplined and intelligent football team. 


| 3 
Listed below, you will find the specific areas that the coaching staff 
eels must be improved. Following these are the basic principles which have 
lways been our "bread and butter" requirements: 
Improved pass rush and more pressure on the QB. 
“Improved force of sweeps and outside plays. 
Better containment of the QB by the individuals assigned that À 
responsibility. 
‘Improved short yardage and tough territory play. 
Better overall covering to the ball once it is in the air. 
Improved chucking and jamming of receivers by BU's and Deeks. | 
Always play the defense called апа do not guess. p 
Every player must be willing to "pay the price" without constant fh 


urging by the coaches. 


„Таке care of your own responsibility first before helping out 
elsewhere. Don't worry about another player's assignment, but 
perform your own job. 


Total team Pride as well as individual "Pride." 


Eleven (11) man pursuit at the proper angle. This is the backbone of 
all. great defensive teams. 


"improve tackling by being more aggressive. This is nothing but desire. 


Punish the opposition and make them bleed for every yard. Dictate to 
;the offense by shifting. 


Force opponents to give up the football by gang tackling and vicious 
hitting. Be so rough and aggressive that opposing QB's do not relish 
playing against the Redskins. 


зу define gang tackling as a minimum of three (3) men punishing the offensive 
е possession of the ball, whether he is a receiver, ball carrier or 
ck. 


DEFENSE GOALS -- 1977 


To continue to have a winning team, we must strive to achieve our goals 
"established categories. It will take hard work and a concentrated 
ffort by everyone to achieve these goals, but if we all do our jobs, it can 
t done. Achievement of these goals can carry us to the playoffs, and a shot 
d r Ultimate and Most Important Goal. 


“championships are built around consistent defensive play, and only a top 
rformance by everyone will lead us to our goal. 


‘et! `$ strive to be Number l in all categories in 1977. 


Intercept a minimum of 28 passes in 14 games. 
1976 - 26 Interceptions - 2nd in NFC 
Ist - Los Angeles - 32 Interceptions. 


Return these interceptions a total of 500 Yards. 
Ir 1976 - 190 Yards - llth in NFC 
15% - Detroit - 445 Yards 


3. Force opponents to fumble a minimum of 35 times. 
quM 1976 - 38 fumbles - lst (T) in NFC 


Recover 24 of these 35 forced fumbles. 
; 976 - 23 recovered fumbles - 2nd (T) in NFC 
Ist - St. Louis - 24 recovered 


Sack the opposing QB a minimum of 42 times with and without Red Dogs. 
i. |... 1976 - 44 sacks - 5th in NFC 
Ist - San Francisco - 61 sacks 


Keep: the opposing QB's completion % below 48% of attempts. 
Ы 976 - 41.2% - ist in МЕС 


Allow п no more than 10 TD passes for the season. 
DENS 976 - 11 TD passes - 2nd (T) in NFC 
Ist - Minnesota - 8 TD passes 


“opponents rush average per attempt to a тах1тыт of 3.4 yards. 
: 1976 - 4.0 yards per attempt - 8th (T) in NFC 
“Ist - Los Angeles - 3.6 yards per stron: 


ες Keep opponents total yards gained rushing and passing below 3500 yards 
for, the season. 


1976 - 4122 yards - 7th in NFC 

Ist - San Francisco - 3562 yards 

Score on defense at least 6 times. 

976 - 1 TD / 1 Safety - 6th (T) in NFC 
ist - Detroit/New Orleans - 4 TD's 


Mee Last, but most important, keep opponents total points below 190 for the 
“sige. Season. 


976 - 217 points - 6th in NFC 
ў st - Minnesota - 176 points. 
2. 


"Play the defense called. 
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TEN WAYS TO FORCE FUMBLES 


HEAD GEAR {NTO THE BALL as you make the tackle. 


H YOUR 5 
ven 17 you 60 not accomplish your objective you are still 
position to bring the runner down, 
if you are the second or third man in on a tackle, GO FOR THE 
"FOOTBALL. с This applies when the first tackler has stopped his 


ntum. - E 
f are being contained by a blocker and cannot get 8 good 
jt^at the runner, reach out for the ball with both hands, 

ACTUALLY TACKLE THE FOOTBALL WITH BOTH HANDS. 


If you are approaching the runner FROM BEHIND AND TACKLING 
HIH HIGH, you can sometimes PUNCH THE BALL LOOSE 


ehind and you are the 
GO FOR THE ELBOW, A lifting action on the 
The ball 


carrier cannot reta 
the elbow. 


$; The BLOCK TACKLE Is another effective way to force fumbles. 
1$ can be used effectively from the runners blind side. This 


150’ effective on receivers who are running crossing patterns. 


rüshing the quarterback, GO FOR HIS PASSING ARM AND SLAP 
. This 1$ effective when he is back pedaling. 
d position to slap at 


ipebeckers who get: In quickly are in goo 


mind the BALL CARRIERS AND RECEIVERS WHO ARE AP 
“Try to: know the characteristics of each, By way of 

ation, a runner who is the type that spíns, pivots, and 
a-lot 1$ th type who leaves himself open to allow you 


t method of’all to force fumbles is to GANG TACKLE, Hitting 
пег from different angles wlll often dislodge the football, n 
lon, it will take something out of the runner. 


€ e times when deep backs can force fumbles due to the 

Pe of pass thrown, A technique that is very effective is to SLAP 

ate BALL BEFORE THE RECEIVER CAN PUT IT AWAY, Many times he 
drop the ball, of course, this could be ruled an incomplete 

; but there are times when the official will rule the pass 


plete and then a fumble. Try this in practice against our 
Offensive receivers, 


риси PROGRAM OBJECTIVES 


Me lop SPEED ONLY. 
The b 


Our. 
C Alway 


FOR EVERY. TD PASS. 
e$. 
s $mprove our defense. 


NEVER HAVE ANY DOUBT THAT YOU CAN COVER A RECEIVER. 
until he knows who is the BETTER MAN and who is the TOUGHEST. 
whether he is the PRIMARY RECEIVER or SECONDARY RECEIVER. 


we don't care HOW LONG THE QUARTERBACK HOLDS THE BALL. The longer he keeps 
t, the better it is for us. THIS IS OUR MOTTO, NOT OUR EXCUSE. 


We keep account of the TD PASSES THROWN IN PRACTICE. There is a REASON FOR 
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E PASS DEFENSE the way we practice...form good habits...WE PRACTICE 


all is passed for us to INTERCEPT. We INTERCEPT EVERY BALL WE CAN GET 
QUR HANDS ON. WE RETURN EVERY INTERCEPTION 30 YARDS. 


jr first objective on PASS DEFENSE IS TO SCORE. 


s strive to play the ball at its HIGHEST POINT. 
“the ball; we KNOCK IT DOWN OR STRIP the ball from the receiver's arms. 


“and DELAY every RECEIVER who RUNS THROUGH OUR AREA. 


If we can't INTERCEPT 


HOUND HIM UNMERCIFULLY 


This applies 


We must have MORE INTENSITY, TALKING AND CONCENTRATION DURING PRACTICE to 


-TOUCHDOWN PASSES ALLOWED -- 1976 


1971 1973 
lo Total 


Owens 
McLinton 


Fischer 
Houston 
McLinton 
Others 


1975 
Total 17 


Owens 
Fischer 
Hanburger 
Houston 
Dusek 
Defense 
Others 


Dosa Ww 


1976 
Total 


Houston 


Fischer 


Scott 
Owens 
Lavender 
Hanburger 
McLinton 


i 18. Honest application of these objectives WILL RESULT IN IMPROVEMENT. 


io; Last year the Redskins defense allowed 11 TD passes. Minnesota led the Conference 
ša this category by allowing only 8 TD passes. 
Юа and to LEAD THE CONFERENCE and LEAGUE in all defensive statistics. We must 
“Strive for a. better understanding of our total defense and better coordination 

een everyone. Proper coordination and communication are absolute musts and 
be stressed enough in practice. 


Our objective is to WIN THE SUPER 


11 


3 -Giants (Rhoads) 
-Lions (Jarvis) 
- Cowboys (Johnson) 


3 -Eagles (Smith 
- Bears (Scott) 
-Chiefs (Brunson) 


1 - Cardinals (Cain) 
l-Chiefs (White) 

1 -Giants (Gillette) 

1 -Cardinals (Metcalf) 
1 -49ers (Williams) 


Xu 
PME ER 
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INDIVIDUAL LEADERS 


(15 Game Total) 


1976 (15) 1975 (4) 1974 (15) 1973 (15) 1972 (17) 1971 (15) 


‘TACKLES: i 
E 103 88 75 45 46 Ss i 


5 MeLinton 5 
к 77 57 65 54 22 x | 

Hanburger 76 85 64 110 95 77 

60 51 50 58 45 53 

55 65 - ка а =. 

5 78 63 z 65 60 58 

Lavender 38 ~- -- - -- - 

Scott 43 = Е = = x 

E 5 3 8 5 š a 

her A -- 

Fische 32 23 eas s m e 

1 29 50 53 49 == 16 
Seong 18 29 32 53 49 45 | 

7 ο zs ч Big zu 


MeL ínton 49 49 44 27 19 -- 
McDole 47 30 33 43 51 41 
Scott 44 = -- -- => Be 
Dusek 34 29 5 Бр be δν 
Johnson- ΄ 32 28 -- == A . 
Houston 30 50 22 24 E Wu 


Butz 28 -- i == as το 
Talbert 26 26 28 27 26 35 


; Hanburger 25 26 24 32 34 33 
Brundige 18 25 32 40 31 8 
- Lavender 14 -- EN = e Vx 


Fischer 12 14 18 14 10 эе 
12 6 12 21 27 27 
4 4 ES -- -- == 
Tillman 1 -- -- -- -- sė 


КОСК DOWNS & BATTED BALLS: 


= Fischer 13 3 7 8 18 16 
Lavender 7 2 -- -- = be 2x 
; Houston 7 6 9 9 js Ee 
6 4 2 5 8 5 
Hanburger 5 2 4 3 3 n 
5 3 ? 3 2 8 10 
2 3 4 0 5 us 
2 5 -- -- -- - 
1 Ξ5 A sc ЕБ m 
1 EH * hens ж, - 
1 2 0 9° 0 0 
9 9 2 4 0 4 
3 n 9 10 1 7 
6 5 4 me 
6 5 РЕ 2 is E š 
5% 8 6 16 5 7 | 
burger 3 4 2 3 4 24 
a 2 EN ни = = 59 
15 = be = 
Ersal 1 5 2x d 
Bom τ 1 22 =. ES s: Bs : 
B 1 A P^ kay heri d 
AEIERCEP TIONS- ` 
8 28 ΞΕ Hm Жо = 
Е 4 2 6 zu ΗΝ 
3 4 
$ E 2 5 d = 
1 1 ж E 22 Des 
marger 3 3 4 1 5 1 
1 0 1 0 2 0 
1 Id 26 es, us Е 
o 57 > -ᾱ m De 
Dos © 25 59 123 27 
TERS INTERCEPTION RETURNED: | 
= 55 bx E = а. 
y 4 E 39 6l 103 
28 33 40 32 Be = 
"ger. Ἔν Tz I -- -- 
20 a 6 45 1з 17 
ЕК 14 0 22 0 : 
8 33 M х0 22 А 
0 33 = = = 13 
9 57 zs x s BE 


TOTAL YARDS OPPONENTS GAINED -- 1976 


do the entire 1976 League schedule, from a total yardage gained (net) 
have established the following four (4) categories of the type of game а 


e team played. 
| Opponent held to less than 225 Yards 


“5000 : Opponent held to 226-275 Yards 
(Probable Win) 

RAGE. ` Opponent held to 276-325 Yards 
ΚΕ οὐ chance) 
D. e E Opponent gained over 325 Yards 
(Should Lose) 
| 1976 League average per game was 302.6 Yards (Net). 


Average rushing yardaga - 150.6 Yards 
Average passing yardage - 152.0 Yards 


Е š TOTAL YARDAGE - 302.6 Yards 
E statistic encompasses the entire NFC 14-game schedule. 


1976 REDSKINS RESULTS 


SATE oe OPPONENT TOTAL YARDS GAINED REDSKINS 


ERLENT CATEGORY - (6) (5) (1) (6) (3) 
1 ` 5' New York Giants 170 Lost 
: Philadelphia Eagles 194 Won 
; Dallas Cowboys 203 Won 
1 Seattle Seahawks 205 Won 
(5)-(4) (1) (5) (3) 
Detroit Lions 247 Won 
Dallas Cowboys. 253 Lost 
57-0) 0) (1) (2) (1) 
New York Jets 284 Won 
St, Louis Cardinals 306 Won 
"St: Louis Cardinals 307 Won 
: New York Giants 315 Won 
т (1) (0) G) (1) (7) 
San Francisco 49ers 385 Won 
Chicago Bears 392 Lost 
Philadelphia Eagles 418 Won 
oe Kansas City Chiefs 443 Lost 
AVERAGE -- 1976 
КТ m RUSHING: 157.5 PASSING: 136.9 TOTAL: 294.4 
De Че ky i 
de ints ἘΣ average vs. the rush is over the League average. This must be improved. 


Га defense in the МЕС. We must strive to be Number 1. We won't 
Lael! We eliminate the bad games. 
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; following chart shows our opponents scoring by quarters against 
"should strive to keep the average per quarter around the 3.5 mark 
inue winning. We need to improve our 2nd and 4th quarters. 

Redskin opponents scoring by Quarters -- 1976 
Ist 2nd 3rd 4th 
- Quarter Quarter Quarter Quarter TOTAL 
3 7 0 7 | 17 | 
0 0 0 7 NEIN 
3 7 0 7 17 
10 10 7 | 6 | 33 
6 10 | 7 10 33 
0 0 0 7 E ] 
0 7 | 0 3 10 
7 0 10 3 | 20 
San Franci sco 0 14 | 0 7 | 21 
G | 3 3 3 3 | το 
7 0 | 0 3 | 10 
0 0 0 0 | 0 
0 3 6 7 | 46 | 
2 0 7 7 | 0 бом | 
d | | 
39 68 | 40 70 217 
28 | 4.86 2.85 5.0 | 15.5 
} 
14 7 | 14 0 35 | 
Ist Half 2nd Half 
TOTAL [10 110 
AVERAGE | 7.64 | 7.85 | 


WHOLE GAME SEASON 


217 | 


| TOTAL | 


AVERAGE | 15.5 | 


ie. 


1976 INDIVIDUAL PASS DEFENSE STATISTICS & INFORMATION 


POSITION ON KNOCKED DOWN | INTERFERENCE OR 

| RECEIVER GRADE | INTERCEPTIONS | & BATTED BALLS | HOLDING CALLED 
85% . 5 | 13 | 
84% 8 12 | 

+ 
89x 5 à р 
878 5 | : А 
87% | 1 1 ‘ 
гав - 79% 0 | 3 : 
НТ. i 
Sickie) 
84%. i 2 | 
82% | Я : 
T i 

27 46 6 
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INTERCEPTION RETURNS 


troduction; 


“We have an organized interception return that can win football 
games for the Redskins. This return will gain many valuable 
yards and can result in a touchdown or good field position. LET'S 


SCORE ON DEFENSE: 


Rule - return to the nearest sideline, more yardage is 
made this way than any other method. 


:; The Back intercepting will start upfield and then cut to 
near sideline. 


The nearest defender block back on the intended receiver. 
< Не is the one who will make the tackle 8 times out of 10. 


“Interception Captain must get his team to set_up the wall 
“in practice after every interception. 


^' The back must return the ball at least 30 yards in practice. 
“We can win games if everyone will hustle to the nearest 
sideline and pick out a duck. Do not clip and do not throw 
an unnecessary block if intercepter is on his way. 


8all thrown to your side, peal back to your side. 


Ball thrown to opposite side or middle, keep on going thru and 
peel to opposite side. 


1973 1974 1975 1976 TOTAL 


598 Yds 328 Yds 335 Yds 190 Yds 2218 YDS. 
4 TOs 2 TDs 2 TDs 0 TDs 14 TDs 


NINE IMPORTANT FACTORS FOR BU'S & DEEKS INVOLVING GOOD PASS DEFENSE 


? Sere 105. 
ЕЕ: τ З Ч 

be Sou must want the opposition to throw the ball into the area in which you are 
ecting. You must believe that you cannot be thrown on, Never let a completed 
$$ kill your confidence. The pass that was completed was an accident. 


res στ А š 
# st have that burning desire to be the best pass defensive football player on 
: squad, and then develop yourself to be the best in the NFL at your position, 
"Wave a desire to want to play pass defense, Don't be the player who only wants to 


pla “just enough to get by. 


OK 

h Always read your keys and never make a mistake. You cannot have your back turned 
τῷ the offensive men that you are keying and you cannot have your eyes closed or 
7 jown; You must perfect your keys in practice, 


$, 0805 


"$ea talker as well as a good defender on pass defense. Never be the Silent Sister. 


: must Yell. ‘Cross! Cross! Crossi, Over! Over! Over!!! when these Situations 
20 develop. Always say to yourself before each play, "It is going to be a pass", 
LOThis is only relative to deep defenders. |£ there is a split end or a flanker to 
“your. side, you should always say to yourself: First -- "He can get deep and inside" 


¿Second -- "Не can get deep outside", Third -- Always be aware of the hook and 


Keep your distance. Your rule on a hook applies. 


fe POSITION: 
73.000 must always have good position on the receiver, This is the secret to a great 
“Pass defense.. Your position on the receiver. There is a proper position for every 
f pass... This factor alone can kill you as a pass defender. Start movement 
“receiver is about 5 yards away. Always keep 3 yards vertical depth on the 
elver and slightly outside of him. Never get any closer than 6 yards on the 
line. The side line is the twelfthman on your team if the receiver catches 
aln, this. area, 


pate as to when the passer will turn the ball loose, Every passer will let 
when he. is turning the ball loose. Study him - "Get a jump on the ball! 
fakes, by backs faking into line, and keep covering the receiver. 


ave one thought in mind, get that football - Time your jump - Get after 
&áWith:both hands - Take the outside route, unless the receiver is on the 
ё. Search the Receiver--Yell Fire" if you are intercepting. Always 
he bali once it is in the air. Play to intercept every pass thrown by 
9sition.:-There is not a quicker way to kill their pass offense. Always 
ept. the ball as high as possible, Be sure to go through the receiver to 
ВЕТ: don't gamble by going in'front or inside the receiver unless 

τ а 115 low and you are sure of ап interception, 

ds. s fir favorite routes - you will work against them during the week, Ве able 
T “ognize the pattern when it unfolds. This is vital for every man on secondary- 
Ag the Pattern, They will have favorite men to throw to, too, every team does, 


have 9ne thought in mind when you intercept and that is to run the ball 
a ον the opponent's goal line, Your nearest teammate to the intended 


"Should block back on him. Always run interference for your teammate 


tercented, 


PASS DEFENSE 


: PASS DEFENSE {5 ΤΗΕ COMBINATION OF THE RESPONSIBILITY OF 
PLAYING THE HAN WITH THE BALL AND WITHOUT THE BALL, 


is THE STRICT AND NEVER CHANGING POSITION 15 МАМ -- BALL -- 
| YOU, REGARDLESS OF ANY OFFENSIVE MOVEMENT. OUR MAIN CONCERN IN 
PLAYING ANY PASS DEFENSE IS "TO HELP QUT." 


ir i ic ER meii 


RAMS 


REPETITION IS THE ONE MOST IMPORTANT AND SUCCESSFUL 
TEACHING AID. IT MAY APPEAR USELESS AT TIMES, BUT IT 1S VITAL. 


YOUR VISION 


Peripheral vision can be improved with practice. 
ee vision 


B. You may lose the ball, but not the man, if any choice 
must be made. 


C. This is important for our team defense, 


се - Jill must improve his peripheral vision, 


INTERCEPTION PRACTICE 
LEN PRACTICES 


s ` Working with а new thought in mind, we should get interception 
Practice all during the practice 


; sessions; three, four, five minutes 
at a time while the offense js running their plays and we are Simulating 
Opposing defenses, 


Interceptions are mostly a Matter of mind set and while you are 


can get a few under concentrated conditions. We can improve 
ur interception record, 


We had our hands on many batted balls last 
ear and possibly one more interception could mean a game. 


resh you 


KNOW YOUR MAN 


For example, you can over- 
Colts). For an illustrative 
were covering Washington he could overplay him for 
every pass. Sometimes a slower defender does 

by overplaying him to some extent. 


HS Certain people can be overplayed, 
Play Washington (S.F.) and Dougherty Ç 
Purpose,if P. Fischer 
the interception on most 
3 fine job on Washington 


106, 


107. 


ow YOUR MAN (Continued) 
кл с ———— 


| My only thought in mentioning any of this is to place emphasis 

on KNOWING YOUR MAN. Know his speed and Know his moves. Howard Twilley 
“of Miami, does not have outstanding speed, yet he could give a player 
¿ike Pat Fischer problems with his moves, so that he cannot overplay 
Jqwilley.. Part of this is due to the fact that Pat has not played enough 
against Twilley to know him. It is important to study the film on 
layers of this type so that you have a knowledge of him. Keep a book 

n every receiver. 


` 


Occasionally, you will face a player who runs practically only ij 
one pattern. Neturally peculiarity of this type must be checked out. 


TALKING ` 


‚ ONE OF THE MOST DIFFICULT THINGS FOR ANY COACH TO DO IS TO GET HIS 


"PLAYERS TO TALK ON DEFENSE. ТЕ YOUR TALKING, YOU'RE THINKING. AND 


7 E FIRMLY BELIEVE THAT TALKING TAKES A GREAT DEAL OF "PRESSURE" OFF ANY 


"BALL PLAYER. ТО ME, TALKING IS SECOND ONLY TO MOVING THE FEET AS AN 


£i 
ESSENTIAL FUNDAMENTAL IN GOOD DEFENSE. WITHOUT TALKING YOU DON'T 


el that each individual must be playing well defensively 
8n be effective defensively as a team. 


в are employed to foster any one of the following three facets 
“defense: ' š 


Y. AGILITY. 
:.2. BODY BALANCE AND POSITION. 
3. TO SIMULATE IN PRACTICE ANY 


CONDITION THAT WILL BE 
ENCOUNTERED IN A GAME. 


DUM MAE OL персы Rls 


CONTAIN MAN CIMMEDIATE Force) 


2. Gut Back Man (Two or THEM STRONG Sog) 
m 5. SoupPORT MAN 
A. REAR Ўорзогт МАМ 
=. Cot OFF MAN (UsuALLY Two Or THEM) 
6. 


SECONDARY Ron Ἕωβρορτ MAN 


WHEN To Use Suce Forc& 


FREODIE 5ιτοατιοπ (iiio) 
2. 40 KEY š WEED 


4o FELDER 


> 

А Stowaway (srae) 

5. 46 "c" Enp (смм- deo) 
© 


MINNESOTA 


я 


49 


> Сомво "es i 


jo hee i pute dud a 
Мм. CAIN 

2, маше MME 

3, Suck! Force (Rec å SAM Sues) 
4, 54 

=, “дА” 

6. hte 2D 

T. МОВ 

5 
9 


Март. Key cam (ор ay Cov) 
Boor (Les oo Qop) 
Lo Aun. 44 


TEAM PURSUIT 


AI! great football teams neve organized pursuit. Pursuit involves eleven 
“players. McDole, Hanburaer, Dusek and Talbert are among the best in the 
League in this department. This year we want to break down our pursuit into 


divisions and define it a iittie differentiy. The two types of pursuit are 
as follows: 


piace Sam t dt MAKE 
place FORCE С 2 
| RED “STALL REPEAT THEM. ο ο 
ТАЧ 
M 
COM O O I 
ot Cut off Pursuit 


ον RI 
WR E 


$0] ο 
„27 


Cutback Rear Pursuit A 
aS AY 
= PASS FIRST pisses pene THe V 
“REPLACE WHEN ἔρος Роу. τε. RELEASING 


"ε΄ Socks оң SAM. If LG pulls, Ric does Cutoff Pursuit. 
с νο 1f Center blocks back on Ric, he does Rear Pursuit. 


A, CUTOFF PURSUIT 


Cutoff Pursuit is designed basically for the offside rushmen and is part of the 
0 ог.1 Man's duty after they have made their initial penetration to a designated 
point. At this time, because of the nearback away action, they will go into @ 
Cutoff Pursuit. Once this has been determined the O-Man will after no more than 
one step pursue down the line into a Cutoff position taking away any cutbacks on 
the part-of the offensive back. The O-Han will always keep in mind his alerts 
‘of Q9, screen center, reverses ог bootleg. The -Man thru quick moves can defeat 
‚а FB or seal block when headon Guard pulls onside. If offensive Center or Guard 
“position blocks him he will then be forced to go into a Rear Pursuit. 


~ B, REAR PURSUIT 


“Rear Pursuit is designed basically for the offside BU and |-Man and comes because 
“of: nearback away action by the offensive backfield. The BU because of away action 
will pursue to rear of his line and the |-Мап if blocked by Center or Guard will 
then go.into Rear Pursuit: ` 

üt 


RED STORR 
O> O 


Cut off Pursuit 


Rear Pursuit Cutback 


An, 


If RG pulls, Lin does a Cutoff Pursuit. 
If Center blocks back on Lin, he does Rear Pursuit. 


—ssaass 


ЕЕ B p Au ER 
А can ONLY BE CALLED IN 
Suce Force EREDDIE SITUATION. о 


Кал МАМ 


wh 
сө о o 
МА выто cut ort 
PORT 
o 9 “p 
ooon © 
AGUA ο. (Hold à CounT) 
= imal 
cato AC 
MAN ΠΗ ΤῸ PopSet 
^ A & 
{ слт®АсМ. gel DS Pass АЎ 
pass AZ MAN Lex foe TE. 
RON quo 
Фот MAN 


TE Sue лс КЕСУ ` 


де UIE DU ЗАА 


Oo 
О 
© о р с © 
e N ^ on 
Yay. 
ГАХ 
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DEFENSIVE KEYS 109. 


Applying the Force by Deepbacks to Red Stall End Runs 


|, defense Call h6 Jet Key 
| | 3. Position 6-8 yds deep. Shade Outside Shoulder of Z Man. 


3. predetermined Force On Strongside End Sweep. LOU depending on unit 
ιν call with SAM - will force according to position 
` of Flanker. 


S. | Keys WHB looking through Y, offensive Right Tackle and 
A E Right Guard. SAM makes the call and LOU returns 
it immediately. 


5, . Plays the Key Which indicates whether it is a run or a pass. 
с When key Indicates а swee to the Strong Side, 
then LOU: 


wth 
SRAN er O 


a 5 - is A ot ; cUTOFE Q сототс Ponsort 
uoo 9809 о 
| η Z 

+ Vie e ΄ Stub hae ee Я count) 


Cutback Rear Pursuit 


T 


Pass Ist 


Pass Coverage Run 2nd 


. Secondary Run Support 


sot 


ЗЕ АСЕ энен Z BLOCKS 

CACHING POINTS: CORNER: 

LOU forces the end sweep from "Outside in". LOU is responsible to meet lead 
Tackle as quickly as possible. Make contact with a strong inside shoulder 
g outside balance. Stay on your feet, attempting to "String it out", ЧЕ 
oes to outside run him Into the sideline. If runner cuts inside roll off 
"Keep inside gap reduced - inside gap to be filled by STUB and team pursuit. 
and JILL always call FRED for FAR and CLEO for CLOSE, We will also use 
CMS Опа. live calls plus dummy calls. 

Oi must return his call. Anything under 10 yds is a CLOSE and any- 
κακο eyond 10 yds is а FAR, if 2 position at 10 yds force will depend upon 


| se refer to the force of SAM and JILL as our SWORD and WHIP forcing, which we 
force ¿whenever possible, We refer to the force of LOU or ROSE as our SIDEBACK 


IREBACKERS STOP END RUNS -- not the DEEPBACKS, 


110. 


DEFENSIVE KEYS 


Applying the Force by Deepbacks to Red Stal! End Runs 


Defense Call h6 Jet Key. 
Defense ра 


Position. 6-8 yds deep. Outside shoulder to 1} yds out on Y. 
Post. 
predetermined Force On Strongside End Sweep. SAM depending on unit call 
Predeterm ner — 

: with LOU = will force according to position of 


flanker 2. SAM makes the call. 


Keys Y looking through offensive Right Tackle and Right 
ERE Guard at weak Halfback. 


| Plays the Key Which indicates whether it is а run or a pass. 
τν When key indicstss a sweep the Strong Side then 
SAM: 


cor ot" 


буто PoRSOIT 


‚ бс 9809 ο 


m \ Stub RAN ]cosfsci C] Geo \ ссомт) 
cutback 
H Preplace res ып Joe бе Pursuit 
: pons ity 
1 when 2 `À ` 
blocks down 2 
“en Sam Immediate | 
: Force Pass Ist 
` Pass Coverage Run 2nd 
H Secondary Run Support 


orces the end sweep from "outside int, SAM 15 responsible to meet lead 
as quickly as possible. Make contact with a strong inside shoulder 
e balance. Stay on your feet, attempting to "string it out". If 
' outside” run him into the sideline. If runner cuts inside roll off 


JILL always call FRED for FAR and CLEO for CLOSE. We will also use 
Vive calls plus dummy calls. 
3 MARK must return his call, Anything under 10 yds is a CLOSE and any- 


the force of SAM as our SWORD force. SAM should force off the 
KERS STOP END RUNS -- not the DEEPBACKS. 


hd JILL should make a conscientious attempt to improve their keying every- 
tice. Off side linemen downfield definitely indicate run. Be alert 


nside gap reduced - inside gap to be filled by STUB and team pursuit. 


d 10 yds is a FAR, If Z position at 10 yds force will depend on opponent. 


‚> 


ы 


DEFENSIVE KEYS 


` Applying the Force by Deepbacks to Red Stall End Runs 


Defense call Jet Key 

Defense Call 46 

“position 8-10 yds deep. Shading outside of ROY. 
Position 


predetermined Force Оп weakside End Sweep. JILL depending on unit call 
gn with ROSE will force according to position of spread 
: end (X) JILL makes the call. 

Keys š Weak Halfback looking throush offensive Left Tackle 
and Left Guard with split vislon on X. 


Plays the Key Which indicates whether it is a run or a pass. 
: When key indicates a sweep to the Weak side then 
JILL: 
о О Box ТорсЕ 


og РОВ ie ο 


Rear Chen "s 
Pursuit utback E ч 

` / SUPP OFF oF Buck's ups 
: Buek- has ОА < ости 


cutback / 
responsibility 
Pass Ist  Secypygy imn я Pass Ist 
Immediat Р 
,Run 2nd Rau SotPoer force ў Ron znd 


Š 5 quickly as possible, Make contact with a strong Inside shoulder 

Pq outside” balance,..Stay on your feet, attempting to "string it out", If 

9 Outside run him into the sideline. If runner cuts inside roll off 

Фер. Inside gap reduced - inside gap to be filled by BUCK and team pursuit 
Wen | eee always call FRED for FAR and CLEO for CLOSE, We will also use 

i: ve calls plus dummy calis. 

Q i deback must return his call. Anything under 10 yds is a CLOSE and anything 
M $ 15 a РАВ. If X position at 10 yds force will depend upon opponent. 

er to the force of JILL as our WHIP force. JILL should force off the 


NEBACKERS STOP END RUNS -- not the DEEPBACKS, 


JILL should make a conscientlous attempt to improve their keying 
Гассе. Offside linemen downfield definitely indicates run. Be 


Box Forc® : 


© O 
CONTAIN 
o ó αἱ 8 
a e 2 d 
Q ae. а 
HoLD REAR 
: ) PORT туе и! ενος OFF 
Seo oy THE w PS 
or BOCK 
" N A ^ т 
Pass АЎ η 3 Σ 
ou 219 Pass CouEgAGE m 
ΞΈσομο AY 
Rost 
"c" END: Ў 


WEAK Sie Force NS 


© С CONTAIN 
= O coT8ACK 
pi. ve ον о 
pco Ў 
А (ссемер. BECO 
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DEFENSIVE KEYS 112. 


Applying the Force by Deepbacks to Red Stall End Runs 


Ç Defense Call = 46 Jet Key 


2 Position 6 - 8 yds deep. Shade Outside Shoulder of X Man. 


predetermined Force On weakside end sweep. Rose depending on unit 
/ call with JILL will force according to position 
Spread End (X). 


“Keys Weak Halfback looking through offensive Left Tackle 
and Left Guard. 


=, Plays the Key Which indicates whether it is a run or pass. When key 
indicates a Sweep to the weak Side, then ROSE: 


O O CONTAIN 
= 


О \ 
O ΚΕ ` О 
Gos КУА E 
Count) x 
| БШГЕШ ick \ 


Buck has |mmediate 
cutback Force à 


Ἐν 5 Δ io. responsjbility 
- Pass Ist 
Run 2nd 


Pass Coverage 
Secondary Run Support 


ROSE forces the end sweep from "Outside 11". Rose is responsible to meet 
Guard or Tackle with inside shoulder as quickly as possible. Make contact 


RM and JILL always call FRED for FAR,CLEO for CLOSE, We will also use 

τ live calls plus dummy calis. 
m epee ape must return his call anything under 10 yds is a CLOSE, anything 
fore. is a FAR, If X position is at 10 yds force will depend upon opponent 

ito. the force of SAM and JILL as our SWORD and WHIP forces, which we prefer 

“possible, We refer to the force of LOU and ROSE as our SIDEBACK force. 
БЕ threat of a weakside, wideside, sweep is not as predominate from this set 
ТЕ аз it Is for LOU i 

INEBACKERS STOP END RUNS -- not the DEEPBACKS, 


"X" SPLITS LESS Than ιο 
(QSUALLY ABOUT 4 Te © YDS). 


м2 


Costas Мы 


This: Tire азса The хоро ος Мелта The 
ἕως run по ὧς FORMAT STAGE. Айю а The TACKLE, CoRCast 
Ter CUT ISAS DR ФОКС ОЕ Tht BAL CARRER BEEP so Taxe HL 
IS VOL DEREC ТЫ Фу еи The COSTANO HAD CAD IMER KL 
The LIDERACRER, SAGETY, OR CDRORR, Ма оме bo TE 


TORMET DO BOK COVERAGES CALL 


Exige oF onee costa. 


k. Kes — gtx CRocREssrba hob REACT Омски To uii The $ 
0548 BLOCKER WISSDL WE cho Teen uU. 
T. cr oiaut- 
Nike QUICKLY deb Toran Tò Cussi The Cu eso 
SEA -νοσστύοςα The Босқа BERE HE CAD TED τος CORDER x 


DEL The CRAS Моос: ТЬ суус Михал - 
Chust. acted: 


Зу Chase. THE BALL CARRE TD Cur BACK -AROS TAE CUT RACK 
KELA. | 


Verc Te bhu САША MEP, TAKE TER Токын ος 
πτένοα YV ых Dee Tee το Tae мые 


S) To aecowPusH тык MIC. You Musr use Хула HAWES 


bow Exod ow Mou. τεστ. 


Cy bouk turse ovt cot ot. 


\у Meer οιοςκτῷ AS аа kÇ POSSIBLE Bob AC 
{Тоша AS ЫБЫ. 


Be wor That BOL UMSO ThE ТОҒА Cor YS 


Li 
/ ооо ' 
i К Seater KT ANGLE 


T 


Де юм CRRLR ροές Uh ΝΑΣ, ΣΡ Aod STRIDE ο our 


Е “ow HUST SUA DO ως ετετί 


RUN & PASS KEYS ГОК GO JELI REL ΜΕΣ» T MMS 


ο ο... 


Me. "e rm m ву ος. 


POSITION - SAM 

CALL - Freddie (Make call to Lou or Rose) 

KEY - "Y" to Weak HB. Know what outside 
Offensive Tackle, Guard & B Back do. 


Cleo (Return call to Sam) 
"Y" to Weak HB. Know what outside 
fensive Tackle, Guard & Z do. 


POSITION - ROSE 

CALL - Freddie (Return call to Jill) 

KEY - Weak HB through onside Offensive 
Tackle & Guard. Know what "X" 
is doing. 


T ак HB through onside Offensive 
Sckle"& Guard. Know what "X" 


ISITION - STUB 
LL -. Freddie 
OY to FB & HB 


Π A A n 
de A 

| L^ POSITION - МАС 

A CALL - Jet 

^ XE - Center to FB ἃ ВВ 

STUB 
Ọ РА 
í a 


RUN & PASS KEYS FOR 46 JET KEY DEFENSE - 


RUSHMEN 112-C 


ПОК - Ὁ MEN 


ub Jet ΗΝ 
agf « Position of "Y" for down block - 
no down block key Guard thru Tackle 
<’ eg near Back. 


POSITION - O MEN 

CALL - Jet 

KEY - Strong O Man - Position of "У" 
for down block - no down block 
key Tackle to near Back. 


- Key Tackle to near 


POSITION - 1 MEN 

CALL - Jet 

KEY - Guard and pull of Guard to Tackle, 
Center & Off. Back. 


Ότι following terms 
“ авап: 


SHORT. YARDAGE 


VERTICAL DEPTH 


M. аш 


(e ws. 
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DEFENSIVE TERMINOLOGY 


will be used almost daily in practice, know what each 


We have intercepted a pass, everyone get up and 
get in front of ball carrier and knock someone 
down. 


The football is In flight and one of our defen- 
sive players does not know that it is intended 
for his receiver. 


: DOWN AND. DISTANCE 15 it a running down or a passing down? 


Refers to 3 61,36 2, 3 & 3 anywhere out in the 
field of play. 


Refers to short yardage situations but inside the 
10 yard line. 


The end away from the Z man, but he is 1 to 2 
yards from the offensive tackle, 


Refers to reading the quarterback and seeing the 
ball leave his hand. 


Any offensive back on the strongside of the 
formation. 


Any offensive back on the weakside of the formation. 


Force a fumble, intercept a pass, steal the football. 
Take it away from your opponents. 


Play recognition at the snap to determine the type 
of play developing. 


This is our opponents favorite offensive formation 
for Runs and Passes. 


Move around, you are killing the grass. Disguise 
your intentions all the time. 


Your position on a receiver when covering man to man. 


Refers to the linebacker method of retreating when 
a pass develops. it consists of precise teamwork 
between Linebackers and Deepbacks. 


Refers to the teamwork between the Linebackers and 
Rushmen against the run. Through proper keying all 
seven gaps are filled against à standard offensive 
formation. 


OFFENSIVELY SPEAKING 


CADENCE 


114, 


2. You must recognize and be able to_define 
the following: 


— 


SHOVEL PASS 
FLARE PASS 
CHECK FLARE 
CHECK DOWN 
FLOOD 

FL Og 

THROW BACK 
OFF SET 
WAGGLE 
LATERAL PASS 
CHECK OFF AUDIBLE 
AUD | BLES 
CADENCE ( OPPONENTS ) 
TAKE OFF 
SHOT GUN 
DIVE 

STATUE 

SNAP COUNT 
MARY 

FRITZ 

TAB 

HOOCH 

PIC 

POC 


DOUBLE POC 


HS 


INSTRUCTIONS FOR COMPLETING DEFENSIVE PLAYER QUE ST IONNA IRE 


H Use our Defensive Terminology to describe offense of opponents and 
“our defense, 


„ Don't ‘guess. Put down that of which you are sure, 
By MANEUVERS Is meant physical movements of opponent and timing. 


- Ἕγ TIPS is meant individual characteristics. 


By HABITS is meant any unusual mechanics of opponents. 


` STRONG LEFT FORMATION is any opponent's offensive formation having 
% more men on their Left Side than on their Right Side, 


= 4. STRONG RIGHT FORMATION is just the opposite of the Strong Left 
Formation, 


Ξ BALANCED FORMATION is any opponent's offensive formation having the 
a, same.number of men on either side of snapper. 


z On opponent's formation diagrams, Indicate player numbers and names 
of men upon whom you are to report and approximate number of minutes 
‚ each played. 


3. On opponent's formation diagrams, compare the abilities of the 
starters wlth those who substituted. 


Vcg; In answering questions relative to INDIVIDUAL OPPONENTS -- only 
“answer regarding those opponents who are close enough for you to 
bserve accurately, |n addition, this year we will fill out a film report 
on your area of reporting, which will be turned In on Wednesday AM. 
САНК reports on Y, Z, X, RT, RG, 08 and on each Back, 
l'reports on Y, X, RT, RG, ОВ and on each Back 
Ч reports оп CENTER , RT, RG QB апа оп each Back, 
Р reports on X, LT, LG, QB and on each Back 
reports on X, Y, LT, LG, QB and on each Back 
` RIC reports on CENTER, LT, LG,QB and on each Back 


с. MAC reports on Y, CENTER, LG, RG, QB, and on each Back. 


"à, LOU reports оп Z, X, Y, QB and on each Back, 
LES reports on 2, X, Y, QB and on each Back 
RUS reports on Z, X, Y, QB and on each Back, 


.ROSE reports on X, Z, Y, QB and on each Back, 


116. 


REDSKINS DEFENSIVE GRADING 


The main purpose of grading is to recognize errors and eliminate them. By 
ng all phases of the game, careful attention is paid to each movement and 

o one goes unnoticed. Also, performance leaders are recognized and accredited. 

а other hand, it is easy to recognize anyone that is not giving 100%.  Grad- 

129 € Individual skills will be recorded, when applicable, from the following 


ries. .- 


Point of Attack - where play is designed to hit. 
Support - Immediate help by player away from Р.О.А. 


Pursuit = Flow of defense to P.0.A. When immediate help is 
no longer applicable. Angle and effort deserve prime con- 
sideration. 


Tackles - (Primary Tackler) 
Missed Tackles 
Assisting Tackle 


Extra Effort - A grade based on superlatives, Do your job 
and 2 or 3 other peoples. 


No Effort - It would be best if this grade never appears. 


Sacking the QB is the prime requisite of the Rushmen. At 
times, others will have an opportunity because of defense 
called. Tackles, misses and assists plus hurrying the QB 
will be recorded. 


Knockdowns or batted balls = Rushmen will attempt to knock- 
down the ball only at the last possible moment. Don't be- 
come a bunch of Pogo Sticks on the L.0,5, 


interceptions 


Obstructing the Receiver ~ This will be done mostly by Rush- 
men and Linebackers when a back comes close or tries to delay 
and sneak through the linemen. Never let a back get close to 
you without "hanging" him, but never go out of your way to 
accomplish this. 


L^ 


FOR EXAMPLE: 


GAME (cont'd) 


ВЕТ. 


Block for Interceptions - Interceptions are scoring 


opportunities. 
Extra Effort 
No Effort 


Position on Receiver 


Pick out someone and knock him down. 


Coverage when not assigned to a specific receiver. 


(Ex Zone) 


Ball Reaction - Reaction and converging on ball when thr 


Axing = knocking down potential receiver. 


Tackles 
Missed Tackles 


Assisting Tackle 


Spot. 


The final alignment before the snap. 


Point - Initial assignment after the snap. 


Forced Fumble - Take every opportunity to separate the 
ball from ball carrier. 


Recovered Fumble 
Mental Error 


Force on the sweep, 


primarily by the defensive backs. 


rned by the total points it was possible to earn. 


Т.Р. = 50 


100 [39.00 — 


Final Grade - 50% 


The result will be 


50% 


DEFENSIVE FILM ANALYSIS AND IMPROVEMENTS NECESSARY 


e have made a general review of our 1976 defensive film. There were many 
“detected which, if improved upon, can make us а better defensive team in 
; individually, correct your defects and work on your own weaknesses, 


11 become а better football player. 


Generally, we must disguise our defenses more cleverly by more "window 
а." We must study our opponents "cadence" and "how the QB sets his 

We were caught off guard too many times. This is a must for each 

We must force our opponents to make mistakes and then take 


e didn't force and replace on wide running plays as quickly as we should. 
150 need to improve our force vs. "C" End (weak side of slot). Better film 
tudy and concentration by each individual will help in this area. We must get a 
better pass rush and put more pressure on the Q8. 


We need to have more players study opponents' films and know what each 
opponent does for each set. Know their favorite "bread and butter" plays from 
formation. Take a projector home and invite several, or at least one, of 
teammates over to study film with you. The projector should be checked out 


‘every night by someone on defense. 


Understand one another; help each other whenever possible. Give credit where 
it is due and always offer encouragement to your teammates. Work for together- 
mess in correcting errors. Encourage the offensive team to keep the ball and 

sThey can make your job much easier. 


We lost too much yardage by missed tackles and arm tackling. We must 
> our tackling by getting our head and shoulder into the blow. 

'sharp practice during the week indicates a good game on game day. REMEMBER -- 
Y.THE.WAY YOU PRACTICE: 


defensive team ranked well in some categories and average in others in 
que standings. With hard work and concentrated effort, we can be FIRST IN 
DEPARTMENTS. Have PRIDE, and NEVER GIVE UP. IT CAN BE DONE: 


IMPROVEMENT 


ollowing are our INDIVIDUAL IMPROVEMENT PAGES. We have only one thought 
nd. in mentioning these faults, and that is that everyone should have an 

EMENT GOAL. This list is made up of players who were with the Redskins in 
nly; and, if your name is not mentioned, it in no way means that you do not 


Ба. IMPROVEMENT GOAL. The following should improve in the fundamentals 


PLAYERS CAPTAINCIES -- 1977 


2 Everyone is expected to help out ina all areas of defensive team play. 
However, it is advantageous to designate leadership duties for the various. 
sortant phases of defensive play. The foliowing men are defensive captains 
p these responsibilities: 


STRATEGY Chris Hanburger, Ken Houston, Brig Owens 

. PURSUIT | Karl Lorch, Chris Hanburger 

‚+ ANGLE OF PURSUIT . Bill Brundige, Dave Butz, Dennis Johnson 
SHIFTING DEFENSE Harold McLinton, Rusty Tillman 
OFFENSIVE AUDIBLES Diron Talbert, Rusty Tillman 
DEFENSIVE AUDIBLES Chris Hanburger, Ken Houston, Brig Owens 
INTERCEPTION RETURNS Ken Houston, Ron McDole, Diron Talbert 
HUDDLE Diron Talbert, Dennis Johnson 
TALKING Pat Fischer, Gerard Williams, Jake Scott 
DOWN & DISTANCE Chris Hanburger, Ken Houston 
PLASTERING Pat Fischer, Joe Lavender, Eddie Brown 

- SPACING Diron Talbert, Bill Brunidge 

GANG TACKLING Pete Wysocki, Stu O'Dell, Brad Dusek 
RELAYING AUDIBLES Jake Scott, Rusty Tillman, Harold McLinton 
> PLAY RECOGNITION Brad Dusek, Harold McLinton, Ken Houston 
DEEPBACK AUDIBLES Brig Owens, Ken Houston, Jake Scott 
WINDOW DRESSING Harold McLinton, Jake Scott, Pat Fischer 
POISE Pete Wysocki, Dallas Hickman 
GETTING OFF ON BALL Dave Butz, Bill Brundige, Karl Lorch 
FORCING FUMBLES Diron Talbert, Pat Fischer, Stu O'Dell 
USE OF HANDS Ron McDole, Dallas Hickman 


PLAY ACTION PASSING Chris Hanburger, Pete Wysocki 
POSITION ON RECEIVER Joe Lavender, Gerard Williams 


TACKLING Joe Lavender, Ken Houston, Brad Dusek 
BURST Eddie Brown, Gerard Williams 
PLAYING THE DEFENSE Entire Team (Pat Fischer, Captain) 

HUSTLE Diron Talbert, Dave Butz 
‚ HIGH BALLS Karl Lorch, Dennis Johnson 

FORCING Joe Lavender, Brig Owens, Ken Houston 
STUDYING OFF FIELD Harold McLinton, Ron McDole, Rusty Tillman 


HAVING A GOOD PRACTICE Entire Team (Ron McDole, Captain) 
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